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ABSTRACT 
Figures show that the games industry remains a male dominated occupation.  Anecdotally a 
link has been proposed between higher male consumption of platform-based games and 
career choices, though figures also show a higher female to male ratio in social networking 
games.  This suggests that perhaps the type of gameplay may influence career choice. This 
study therefore interviews women who have chosen a counter-stereotypical gendered 
career pathway and who are students in Further Education and Higher Education who are in 
the process of making career choices, to understand better a potential link between 
gameplay and career choice. 
 
The key findings relate to the positive emotive language utilised by the participants, a 
suggested link between gameplay, the concept of a 'gamer' and the choice of the games 
industry as a career, and serious concerns of abusive online gaming behaviour experienced 
by females.  By adopting a subtle realist approach this study found a strong emotive view of 
games and the games development courses created a quantifiable link to a career.  A high 
level of identifiable traits, traditionally considered both masculine and feminine, suggested 
that an outmoded view of gender stereotypes also appeared to negatively affect career 
choice. 
  
From the findings further research is suggested in relation to experiences of females both 
within the industry and at secondary school.  At a wider level this study suggests both games 
courses and the industry would benefit from incorporating both traditionally masculine and 
feminine traits as part of developing more effective and inclusive recruitment 
strategies.  Finally further research is proposed regarding how games and the gaming 
community relate to females both as characters and as players. 
 
.   
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CHAPTER 1- INTRODUCTION 
Traditionally when choices are made for education and career there are paths which could 
be considered stereotyped for each gender.  These choices as Carter (2014) discussed are 
based on how males and females are socialised as they grow up. Carter (2014) included 
both the choosing of clothes such as pink and blue for babies and choice of friends tending 
to be the same gender as the child.  Therefore as children grow they are bombarded with 
messages of what masculine and what feminine are and how they should be 'doing' (West 
and Zimmerman, 2009) gender based on these defined patterns.   
This results in certain careers being considered the domain of the dominant gender within 
that role.  Therefore physical occupations such as engineering can be seen as a male career 
(Bagilhole et al, 2009; Faulkner, 2007) and women may need to take on masculine traits to 
be accepted (Bagilhole et al, 2009; Smith, 2013), thus potentially struggling to maintain their 
feminine traits within the workplace. Similarly men can feel they must alter in a career which 
is traditionally female such as nursing and struggle to maintain their masculine traits, for 
example, through adopting a more acceptably masculine title (Lupton, 2000; Pringle, 1993, 
Korek et al, 2014).  This 'socialisation' of gender therefore leads those who engage in counter-
stereotypical careers to be considered outside the 'norm' (Butler, 2006) and means a number 
of careers remain dominated by one gender or another. 
One area which has been seen as a male dominated area is working in the video/computer 
games industry (McCabe, 2007) and this can be seen by the latest figures by Skillset (2012) 
which show a low percentage of women work in this industry and of those many do not 
follow a practical route but are more administrative (Skillset, 2012).  Considering the issue of 
both how careers are gendered and the lack of women joining the games industry - this 
research therefore looks to find out the implications of this gender socialisation, by looking at 
its effect on women. This is done in two ways, firstly in relation to those who do choose this 
career pathway and secondly in terms of those who have chosen an educational path 
which is aligned to a career in the video/computer games industry. 
The research will begin by looking at both the literature and context in Chapter 2 to consider 
what is already known.  This will begin by looking at how gender is defined in this research 
and then consider how gender is related to work.  It will then look at how both males and 
females react in counter-stereotypical careers.  The next section will look at data from both 
the games industry (Skillset, 2012; Nesta, 2013) and education, with the latter reviewed in 
terms of existing research on females studying games courses and an analysis of subject 
choices in Further Education. Gameplay will then be considered in relation to what games 
females play, how women are portrayed and how females play games.  The concept of a 
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'Gamer' will be discussed and Chapter 2 will finish by looking at gameplay and career 
choices within the games industry, reviewing factors that influence both and how these may 
make a difference in terms of the number of women within the games industry. 
After the literature and context has been considered, Chapter 3 will look at the methods and 
methodology utilised within this thesis.  It will outline the theoretical perspective and explain 
how the data was chosen, obtained and how it will be analysed.  A discussion of the subject 
choice - females who are studying games-related courses or who are working in the industry, 
is also included within this chapter.   
Chapter 4 presents the results and analysis from this research study and will link findings back 
to the literature reviewed in Chapter 2.  The analysis will compare and contrast results 
between Further Education and Higher Education, exploring why participants may choose a 
counter-stereotypical career pathway, based on what their experiences of gaming, the 
course and their perception of the industry are. 
Chapter 5 will consider the findings from Chapter 4 in a wider context and concludes by 
summarising the findings in model format and evaluating what they mean both in terms of 
existing research and in terms of potential future research directions. To finalise with  a 
conclusion in Chapter 6. 
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CHAPTER 2- ENGAGEMENT (Literature and Context) 
 
INTRODUCTION 
 
The study investigates how gender socialisation affects women joining counter-stereotypical 
careers.  Specifically it looks at women in the computer/video games industry, and considers 
the reason why there are so few women in the games industry.  This study considers this from 
the perspective of career choice and looks at links such as to gameplay and game avatars.  
This chapter therefore will look at what gender is, careers and stereotyping, counter-
stereotypical careers, gameplay (what games females play, female avatars and how 
females play computer/video games), education and employment figures within the games 
industry.  It will end with a discussion of the factors which influence choice both in gameplay 
and the games industry.  This chapter will review theorists and supporting data and discuss 
female placement within each of these sections. It will consider how this creates a reality for 
those women wanting to join the games industry.  Both the literature which is being 
considered and the context in which this thesis places itself inter-relate and so this chapter 
will cover both topics.  Chapter 2 will provide the background theory to support the following 
chapters looking at the methodology, methods and original data completed for this 
research. The results will then be reviewed based on the information presented in this 
chapter. 
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2.1 WHAT IS GENDER  
 
The first consideration for a study considering women and their roles in society, is ‘what is 
gender’.  This is important as gender itself is utilised frequently throughout society as a term 
and definition.  We consider whether an occupation is gendered or whether media is 
designed for a specific gender.  Therefore to understand how we use gender, the first step is 
to understand what gender itself is.   
 
'Gender' was coined as a term to describe the social aspects inherent in males and females 
separate from sexual descriptors (Butler 2006, Risman, 2004, Oakley, 1974).  This is significant 
because the key definition when discussing gender is the social representation of the 
masculine and feminine distinct from any biological and sexual categorisation.  Therefore 
when describing masculine and feminine within this thesis the term is used in relation to how 
each gender is considered within society.   
 
Gender socialisation is an important aspect of this research.  In this work it is taken in the 
context of how society creates perceived notions of what is male/masculine and female/ 
feminine and uses these to dictate how careers are appropriate for each gender.  As Carter 
(2014) discussed we are socialised within our family and rules based on gender begin at birth 
(Carter, 2014).  Males 'do gender' (West and Zimmerman, 2009) by being masculine and 
females 'do gender' by being feminine.  Each follows specific guidelines which lead to a 
difference in what males and females expect in society and what occupations are 
appropriate within these set boundaries.  Recent research (Sherman and Zurbriggen, 2014) 
considered how the toys given to children can reinforce this gendered socialisation and 
showed how girls who played with stereotypically female dolls such as Barbie were less likely 
to choose careers which they considered options for boys.  While this study itself was limited, 
the use of gendered toys and marketing is one prevalent throughout mainstream culture and 
covered within section 2.65.  
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This socialisation of gender leads to a differentiation in career pathways; and the lack of 
career in more traditional households (Chesters, 2011).  Chesters (2011) described the 'gender 
display' which altered based on the  
"Individuals who subscribe to the ‘housework is women’s work’ perspective are 
regarded as holding traditional gender ideologies whereas those who see 
housework as each individual’s responsibility are regarded as holding egalitarian 
gender ideologies". (Chesters, 2011, p81) 
 therefore the traditional expectations of the female in the relationship would be seen as 
completing a disproportionate amount of the non-paid work such as mother and housewife 
(Fetterolf and Rudman, 2014).   Women have what Gershuny et al (1994) called the ‘dual 
burden’ where alongside non-paid work there is expectations of paid work within society 
(Kamp Dush et al, 2015) which as Nadin and Williams (2012) discussed are not always 
separate 'spheres' of formal and informal work.  This shows a shifting of how gender is viewed 
in relation to career as women take on some of the gendered attributes traditionally 
identified to males by looking for occupations (West and Zimmerman, 2009).  However while 
women begin careers; those careers can be dictated by what society suggests are 
appropriate for each gender and limited by how far they are able to progress especially in 
what are perceived as male-dominated areas (Bobbitt- Zeher, 2011; Chan et al, 2010; 
Faulkner, 2007; Garcia, 2003; Sang et al, 2014).  It is therefore both interesting and important 
to consider how women participate in the working world to a greater extent but at the same 
time consider career options which primarily are based around the original conception of 
female (Tower and Alkadry, 2008, Risman, 2004).    Therefore roles which are outside these 
traditional views become counter-stereotypical.  Butler (2006) considers gender's similarity to 
the ‘norms’ of heterosexuality and how society follows these norms as a set of rules rather 
than simply a suggestion and this links in with the 'norms' of careers and how these are 
followed by a large proportion of society in career choices.    
 
The artificial construct of gender discussed by Butler is also considered by West and 
Zimmerman (2009) where they research the ‘doing’ rather than ‘being’ of gender (2009, 
p113-114).  By this they look at how following a certain prescribed course utilising what is seen 
as gender-typical (male/female) may be creating dictates of gender which are not 
‘naturally’ occurring and therefore being created by society.  Joan W. Scott’s view on 
gender in ‘Unanswered Questions’ (2008), a reply to her earlier well known and utilised 
‘Gender: A Useful Category of Analysis’ (Scott, 1986)) states 
“Gender, I would argue, is the study of the relationship (around sexuality) 
between the normative and the psychic, the attempt at once to collectivize 
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fantasy and to use it for some political or social end, whether that end is 
nation-building or family structure.” (Scott, 2008, p1428). 
 
Therefore if society ‘constructs’ (Butler, 2006) careers - the identifiers are not about ‘doing’ 
gender but ‘being’ gender.  West and Zimmerman (2009) use as an example that as society 
believe girls have no aptitude for maths then schools will suggest against girls completing 
maths as an advanced subject and therefore create a self-fulfilling prophesy.  Using the 
same view as gender as being socially constructed, Barbara Risman (2004) considers the 
term ‘gender’ itself was created to cause the difference between men and women in 
society’s expectations.  She describes this as “creation of difference is the very foundation on 
which inequality rests” (Risman, 2004, p431).  Risman similarly to Butler and West and 
Zimmerman asks why gender is necessary.  She looks to find out what would be left linked to 
sexual identification if gender was no longer a factor and if gender itself is a socially 
constructed segregation.  The key difference between this and segregation such as race is 
the implicit rather than explicit usage and so rather than being forced into certain pathways 
in society men and women  themselves choosing these based on their socialisation. 
 
An important factor within this study is the consideration that career roles (see section 2.3 and 
2.4) are artificially constructed by society (Butler, 2006; Risman, 2004).  This would lead to 
careers being labelled based on the classification of masculine and feminine.  In this study 
‘gender’ is a socially constructed term which is forcing a socially constructed life based 
around pre-conceived notions of what gender is.  Therefore in relation to areas which are 
atypically seen as male it would suggest not that women are incapable, but that they do not 
consider these as areas they can identify with and so do not find them relevant.  It would 
suppose that the belief of an idea makes this a fact and so the reality becomes a 
segregated society based on gender; of what is masculine and what is feminine.  This is 
important to this study as the core idea considers not that women decide not to choose a 
career such as the video/ computer games industry; but that for many it is never considered 
as a life choice due to an ingrained value of what gender is within society.   
 
“Gender also becomes effectively salient in contexts that are gender typed in 
that the stereotypic traits and abilities of one gender or the other are culturally 
linked to the activities that are central to the context”  (Ridgeway and Correll, 
2004, p517).   
In the next section careers will be considered and how these are affected by gender.  
The consideration of what a career is will also be looked at. 
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2.2 GENDER AT WORK 
 
Now gender has been defined it is important to link this into the area this study is looking at.  
In particular, the focus of this work is how gender socialisation affects females (and by 
contrast males) through the study of counter-stereotypically gendered careers which will 
lead to the main research of females in the video/ computer games sector.  Prior to this, this 
section will consider how gender for women relates to careers and stereotyping within the 
workplace to contextualise the meanings which will then directly link into the next section 
which will look at counter-stereotypical careers for both men and women. 
 
2.21 Careers 
 
A career can be defined as- ‘An occupation undertaken for a significant period of a 
person’s life and with opportunities for progress’ (Oxford Dictionaries, 2015).  Therefore a 
career is not simply the ‘job’ you choose but one which is taken with the likelihood for a long 
–term involvement.  By a simple evaluation of online sites which cover a range of 
occupations it is clear that a certain level of education is needed for most vacancies; 
especially those which could be constituted as a career e.g. as an ‘opportunit[y] to 
progress’.  This is significant because it means learners need to choose their planned 
pathway early enough to complete the appropriate education for the career path(s) they 
wish to prepare themselves for.  This leads us to two significant junctions for career- the first is 
16 when learners can choose an academic course, vocational course or apprenticeship 
specific to an area they decide on (from September 2015 learners must remain in education 
or training until the age of 18).    The second is at the age of 18 or 19 when the learner then 
has completed the level course to either enter work or to complete an undergraduate 
degree.  This undergraduate level of degree is important to the area chosen as each course 
has its' own specific subject(s) tailored to different pathways to a career.  Therefore to look at 
when a career path is chosen- Further Education and Higher Education are the two most 
significant junctions to gage what choices are being made (see section 2.43 and 2.44 for 
more details). 
 
When studying the figures gained from the ‘Labour Force Survey’ (Crown Copyright, 2013) in 
Figure 1 they showed that a high percentage of women were in the ‘Caring, Leisure & Other 
Services’ (82%)  and ‘Administration and Secretarial’ (77%) occupation groups while a low 
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percentage of women were in ‘Skilled Trades’ (10%). This showed that in general careers 
followed what could be seen as a ‘traditional’ male/ female split (Risman, 2004; Ridgeway 
and Correll, 2004).  There were 43% of women in ‘Associate Professional & Technical’ which 
showed that the numbers of women in careers such as I.T. were beginning to equalise with 
men.  However only 33% of women were ‘Managers & Senior Officials’, with men twice as 
likely to be in these positions as females.  Types of careers which were most and least likely to 
be chosen by male and female genders can therefore be identified. This is discussed further 
in section 2.3 which studies those who follow a counter-stereotypical gendered career.   
 
 
FIGURE 1 THE PERCENTAGE OF WORKERS IN EACH OCCUPATION GROUP THAT ARE WOMEN, APRIL TO JUNE 2013, UK 
(CROWN COPRIGHT, 2013) 
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2.22 Gender stereotyping in the workplace 
 
Earlier in this chapter the sections have considered what gender is and both what a career is 
and the types of career chosen by gender and this directly leads to the consideration of 
what gender stereotyping for women in the workplace is.    This section will therefore consider 
the impact of gender stereotyping, before counter-stereotypical careers are discussed in the 
next section. 
 
To begin, what is gender stereotyping in careers? DeFrancisco and Palczewski (2014) 
consider that the workplace is 'populated with people doing gender' and issues such as pay 
gaps arise which are seen to be based on gender. Wage figures (The Guardian, 2013) show 
a large discrepancy between men’s and women’s wage in the UK (Smith, 2014).  According 
to the Guardian in 2013, the gender gap was 15% (with men being paid on average £26.54 
per hour compared to women being paid £18.32).  This may be seen as a form of 
discrimination in the workplace; not based on the individual, but based on gender however 
is not as simple as the figures shown as the pay discrepancy could be linked to the different 
careers rather than men and women being paid differently for the same work.   
 
This links in with the premise of this research as it shows that the stereotypes of gendered 
careers could be an issue as women choose careers which are still those traditionally held by 
women (Tower and Alkadry, 2008, Risman, 2004) and do not aim for higher positions due to 
the assumption of masculinity (Bobbitt- Zeher, 2011; Chan et al, 2010; Faulkner, 2007; Garcia, 
2003; Sang et al, 2014). Barbulescu and Bidwell (2012) evaluate how the socialisation of 
gender roles means women's career choices are affected by masculinity- in two main ways. 
Firstly women feel they will not identity with 'masculine- stereotyped' work and secondly that 
women feel they will be less likely to be offered a male gender- stereotyped career and so 
do not apply.  In Parliament the percentage of women is currently less than 25% (Smith, 2014) 
and while society can focus on how more women are part of the government than before; 
the reality is the percentage is not representative of the male/ female split in the UK.  If 
women are not represented in government and women are still aiming for careers 
traditionally held by men; how can gender stereotyping be seen as a thing of the past.  
Therefore this is still an issue and will be discussed further in the next section where counter-
stereotypically gendered careers will be considered.   
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2.3 COUNTER- STEREOTYPICAL CAREERS 
 
This section considers males and females in counter-stereotypical roles to those generally 
held by their gender.  While male and female are not the only considerations for gender (eg 
transgender or non-gender) this study is based around the ‘separate spheres’ (Beauvoir, 
1997; Oakley, 1974; Okin, 1989) and so the focus is on these two specific gender positions.  
The careers chosen for discussion here are typically known for employing either heterosexual 
men or women and careers such as fashion where a high percentage of those involved in 
the creation (in this case men) are known to be homosexual (Entwistle, 2012) are not 
discussed. The study looks at the role of gender in the ‘norms’ of society which are 
manifested through ‘rules’ as discussed in section 2.1 (Butler, 2006).  A basic study of the 
occupational groups (Figure 1) and which are held predominantly by male and female 
genders is shown in section 2.2 and this leads to their discussion within this section.  As the 
careers are atypical roles this leads to a smaller sample and therefore naturally studies in this 
area tend to focus more on patterns within these careers than quantitative data analysis.  
This section will be separated into the findings from female and male counter-stereotypical 
roles and then these will be analysed in the context of the aims of this study. 
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2.31 Females In Counter-Stereotypical Roles 
 
Considering research from a variety of careers which have shown to have primarily men such 
as engineering  (Bagilhole et al, 2009; Faulkner, 2007) and architecture (Sang et al, 2014) and 
also the police force which has been the subject of a number of research papers (including 
Chan et al (2010) and Garcia (2003)) these studies showed women trying to progress in the 
chain of command can be excluded from managerial/ higher roles due to beliefs they did 
not have the ‘masculine’ behaviour such as aggression and competitiveness to succeed in 
these roles (Bobbitt- Zeher, 2011; Chan et al, 2010; Faulkner, 2007; Garcia, 2003; Sang et al, 
2014). The lack of women in these higher positions such as 'Managerial and Senior' roles is 
shown in section 2.2 (Crown Copyright, 2013) and so if you consider how women were 
excluded from higher roles due to a lack of masculine traits (Bobbitt- Zeher, 2011; Chan et al, 
2010; Faulkner, 2007; Garcia, 2003; Sang et al, 2014) in male-dominated careers such as 
Engineering and Architecture, a suggestion can be made that women may not be attaining 
these positions due to a view by society that women do not possess personality traits that 
men do possess and so are unsuitable for managerial position due to ‘lacking’ these 
'masculine' traits which are believed to be integral to the role (Bobbitt- Zeher, 2011; Chan et 
al, 2010; Faulkner, 2007; Garcia, 2003; Sang et al, 2014; Edvardsson et al, 2015).   
 
Women in a male-dominated career can feel as though they have to take on the attributes 
of a man to be accepted in the workplace and to be treated equally as a man (Bagilhole et 
al, 2009; Mallia and Windels, 2015; Smith, 2013); therefore becoming 'anti-woman' (Bagilhole 
et al, 2009) yet a strong show of masculinity can be just as detrimental (Edvardsson, 2015) 
and  can also cause their male counterparts to target and harass them (Garcia, 2003; 
Guerrier et al, 2009).  Edvardsson (2015) looks at how a 'genderless' approach to 
management can be detrimental as an expectation of a male or female is expected.  
Denissen (2010) discusses how women who 'violate interactional expectations' can receive 
severe 'sanctions' such as loss of jobs, harassment and exclusion from work if they do not 
retain this duality of femininity and masculinity (Gherardi and Poggio, 2001).  This shows how 
women in male- dominated careers must balance femininity and masculinity and yet gender 
is always a consideration as a non-gendered approach is not accepted. Women needed to 
'feminize' (Smith, 2013b) their role in a male-dominated area while also contributing male 
characteristics in relation to the work itself to be allowed to be accepted.  Female work can 
be seen as inferior to male work (Torres, 2014; Williams, 2015) and so a certain social stigma is 
affixed to these careers and so for career (and salary) progression a male-dominated career 
may be the only option.  However  Torres (2014) considers the high attrition rate of women 
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leaving male-dominated careers to return to female-dominated careers at many times a 
severe detriment and so this suggests the issues are severe enough to force many women 
into gendered career roles. 
 
Soft skills can be seen as linked to femininity (Faulkner, 2007; Berkery, Morley and Tiernan, 
2013); however in many roles they are essential such as within an interactive world (Guerrier 
et al, 2009; Bailey and Mitchell, 2006).  As women are seen as possessing more of these soft 
skills (Faulkner, 2007, p334), some traditionally male occupations such as engineering and IT 
are promoting women by integrating both technical and soft skills into careers, ‘a 
technical/social dualism’ (Faulkner, 2007, 348).  Guerrier (2009) discusses a 'growing reliance' 
on these soft skills and therefore allowing women to utilise rather than ignore the traditionally 
feminine traits. While men can find it hard to adapt to this dualism (Faulkner, 2007); for 
example for male engineers looking to join management 'technical' and 'social' are seen as 
'mutually exclusive'.   Faulkner (2007) shows how the technical is seen as a masculine area 
whereas social is seen as feminine and the male engineers distance themselves from gender 
perceived notions of feminine attributes.  
 
Within studies of females in male-dominated careers women unlike men tended to have a 
‘back-story’ (Faulkner, 2007; Etzkowitz et al, 2000) such as a sibling or father showed them for 
instance computers as a child.  Therefore the stories linked the female in a traditionally male 
role as having links to a male within the family who began their interest in the subject.  
However, although women when in these counter-stereotypical occupations talked about 
reasons why they chose their careers; in general careers were not discussed as linked into 
hobbies.  As Faulkner (2007) discusses if a man becomes an engineer there is nothing seen as 
unusual and so no reason to discuss any specific reasons; whereas if a woman becomes an 
engineer there would generally be a reason behind this and similar to Etzkowitz et al (2000) 
where women discussed back-stories linked to IT, this showed a certain need to justify why 
they chose that career.  This showed a significant difference on how males and females saw 
themselves within a traditionally male career role as men had an assumption whereas 
woman needed a reason. 
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2.32 Males In Counter-Stereotypical Roles 
 
Whereas women could be seen as excluded from male-dominated careers and forced to 
take on aspects of masculinity while retaining their femininity (Bagilhole et al, 2009; Smith, 
2013); when considering research on males in female- dominated careers, some men could 
gain an advantage (Korek, 2014; Simpson, 2004; Williams, 2015) in occupations due to being 
able to retain their masculinity- “masculinity is positively related to men’s minority status 
among women” (Korek, 2014, p242) and what Williams (2015) called a 'glass escalator' and 
use this to affect change in their job roles and the perception of this (Korel, 2014; Simpson, 
2004).  It needs to be noted the 'glass escalator' described by Williams (2015) was not an 
advantage which minority and disabled men received based on studies (Cowling et all, 
2015) which tended to focus on middle-class men (Williams, 2015). 
“While ‘token’ women can be severely disadvantaged by their minority status, 
positive career outcomes may well accrue for ‘token’ men. Men working in 
non-traditional occupations have been found to benefit from their token status 
through the assumption of enhanced leadership and other skills” (Simpson, 
2004, p352) 
 
However conversely while keeping this masculinity could benefit some men in counter-
stereotypical careers; it could also negatively affect others where it would be assumed men 
had an inbuilt need to progress within the career structure (Simpson, 2004).  Simpson (2004) 
discussed how 'assumptions of careerism' in certain careers such as teachers and nurses 
were not appropriate to men in these careers and they felt there was an expectation to 
progress further into management.  This showed a gendered difference as women felt they 
needed to be masculine as well as feminine to succeed (Denissen, 2010; Gherardi and 
Poggio, 2001) whereas men either utilised their own masculinity or the career itself (Simpson, 
2004) assumed men would follow the prescribed gendered path and feminine traits did not 
factor as an option.  This showed how the socialisation of masculinity could be seen as 
detrimental both to men as to women; as men could be forced into altering their career 
path into management when they preferred not to such as in teaching and nursing 
(Simpsons, 2004).   
 
Men could feel the need to demonstrate their masculinity (Korek et al, 2014) and this could 
include downplaying the female aspects of their roles.  Examples of this were renaming job 
roles to give a ‘masculine’ perception of a job role (Lupton, 2000; Pringle, 1993) and 
describing tasks to others generically highlighting those that are seen as more ‘acceptable’ 
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to a male in the career.  Therefore separating the masculine from the feminine, as Simpson 
(2004) discussed men were able to alter their jobs to highlight the characteristics seen as 
'professionalism' (Simpson, 2004) that were not seen as attributes women possessed such as 
the ability to cope under stressful situation and be interested in a challenge - all of which 
were seen as 'masculine qualities.' (Simpson, 2004).   
 
 
2.33 Analysis Of Counter-Stereotypical Roles 
 
It is difficult to gage how successful the genders are in their counter-stereotypical careers 
with only a small sample when the attitude and pressure on women (Garcia, 2003, Guerrier 
et al, 2009; Denissen, 2010) and the worry by men of becoming feminine (Faulkner, 2007; 
Korek et al, 2014) leads each gender to rarely break an unconscious taboo when looking at 
careers which are counter to the 'norm'.  Baird (2012) discussed the issue of competence 
linked to gendered roles; in specific the assumption of competence in gender specific roles 
could cause negative career choices.  The assumption that females have high 'verbal' skills 
and males high maths skills could lead to a deficit if potential candidates went 'with the flow' 
(Baird, 2012) in regards to career choice rather than utilising their skills.  This could result in a 
gap in skills linked to the need to conform to gender. 
 
The main issue which could be seen from both a female and male perspective was the issue 
of masculinity ((Bobbitt- Zeher, 2011; Chan et al, 2010; Faulkner, 2007; Garcia, 2003; Sang et 
al, 2014; Simpson, 2004; Torres, 2014; Williams, 2015).  There was a belief that a man should be 
masculine and that this automatically imbued the male with certain personality traits and 
abilities (Simpson, 2004)s.  This could be seen where women were allowed to utilise some 
masculine traits (Bagilhole et al, 2009; Smith, 2013) as long as they were limited and also 
contained feminine traditional traits (Garcia, 2003, Guerrier et al, 2009; Gherardi and Poggio, 
2001).  Whereas a man in a feminine traditional career felt pressured to follow the masculine 
career path and the assumption of certain roles meant that men could be pressured into 
promotion or forced to alter their role to achieve a perceived belief in their own masculinity 
(Simpson, 2004).  This showed how the socialisation of genders, and the resulting careers 
based on gender, could be detrimental to both males and females within counter-
stereotypical careers.   
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Having identified the issues associated with counter-stereotypical careers generally, the next 
section will present data from students considering their career choices and females within 
the games industry highlighting the gendered difference in both. 
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2.4 INDUSTRY AND ACADEMIC DATA 
 
This section looks at data from industry and academia, with data taken from the Next Gen 
Talent Survey (Nesta, 2013) connecting the two.  While so far the study has shown what 
gender is, careers and how gender affects careers and issues relating to counter-
stereotypical careers; the study is primarily focused on the video/ computer games industry 
and so the following sections will analyse the official figures and consider what these show for 
males and females in this career area.  As has been discussed in section 2.2 (careers) Further 
Education (FE) and Higher Education (HE) are the main focus points for career as these are 
where learners choose courses themselves to lead to their career and no longer follow the 
prescribed route.  Therefore, figures from both Level 3 in general (FE) and computer games 
degrees (HE) are included so that these areas can also be studied to find any patterns in the 
choices made by males and females. 
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2.41 Skillset Census Data 
 
While there has been an increase in the percentage of women in the games industry since 
2009 (Figure 2), this must be taken alongside the decline in the overall workforce.  In 2009 
there were 7050 ‘computer games total workforce’ and in 2012 this stood at 5,500 (Skillset, 
2012).  Consider that while it is an increase in 2009 the 6% of females accounted for 450 
workers while the 14% accounted for 750 (so an actual increase of 300 or 66%).  This overall 
figure still showed that women were a small minority in the game industry.  Looking at Figure 4 
the main areas women were involved in were still Production and Business Management 
(which included the majority of roles such as Administration in Business Management and 
Production roles which could include Directors and Producers) and were much lower in 
technical careers especially the Technical Development which included careers such as 
Lead Programmer.  Careers linked to Art and Design which was at 12% (see Figure 4) were for 
example Graphic Designers and Production Designers and so more art or management 
based and even these had a relatively small amount of females (especially considering that 
as shown in Figure 3 Art and Design was a third of the work force in computer games).  This 
showed that firstly there is a shortage of women in the games industry; but also and more 
startling that of those a high percentage are in non-specialist roles. 
   
 
 
 
 
 
 
 
 
 
FIGURE 2 REPRESENTATION OF WOMEN ACROSS THE CREATIVE MEDIA INDUSTRIES (%) FROM 2009 AND 2012 
(SKILLSET, 2012) 
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FIGURE 3 THE MAIN OCCUPATIONAL GROUPS IN COMPUTER GAMES (SKILLSET, 2012) 
 
 
 
 
 
 
 
 
FIGURE 4 THE REPRESENTATION OF WOMEN IN EACH OCCUPATIONAL GROUP IN COMPUTER GAMES (SKILLSET, 2012) 
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2.42  Next Gen Talent Survey Data  
 
The following charts were created using raw data provided from Nesta from the ‘Next Gen 
Talent Survey’ (Hope, A. and Livingstone, I., 2011) and so is accurate from August 2010 
(Nesta, 2013).  The results from this survey were used within the Livingstone and Hope report- 
Next Gen.: Transforming The UK Into The World’s Leading Talent Hub For The Video Games 
And Visual Effects Industries (2011) which looked at those in the games industry and their 
academic results.  The majority of the respondents were aged 18-45 (there was 1 respondent 
below and 6 respondents above 45 and so these were excluded for all but the last chart).   
 
 
 
FIGURE 5 AGE DISTRIBUTION OF RESPONDENTS BY MAXIMUM EDUCATIONAL ATTAINMENT – DATA TAKEN FROM NEXT 
GENERATION TALENT SURVEY (NESTA, 2013) 
In Figure 5 it can be seen the majority of those in the games industry had completed some 
type of University education. This showed that  Higher Education or just prior to HE was an 
appropriate junction to interview learners and helped decide on the target group for the 
main research. 
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FIGURE 6 GENDER DISTRIBUTION BY AGE BRACKET – DATA TAKEN FROM NEXT GENERATION TALENT SURVEY (NESTA, 
2013) 
From Figure 6 It is clear how few women there were compared to men and this links with the 
figures from Skillset (2012).  This low figure is the reason for the study looking at why there are 
so few women in the games industry. 
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FIGURE 7 SPECIALIST/NON SPECIALIST DEGREE BY AGE BRACKET - DATA TAKEN FROM NEXT GENERATION TALENT 
SURVEY (NESTA, 2013) 
In Figure 7 it can be seen the  younger respondents were more likely to have studied a 
specialist degree (a Games Development specific degree).  Whether this is more likely due to 
more being available is unclear however specialist degrees were readily available for the 26-
36 age range and many did not choose one.   
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FIGURE 8 GENDER DISTRIBUTION BY TYPE OF DEGREE (NON SPECIALIST/SPECIALIST) (NESTA, 2013) 
 
From Figure 8 it can be seen approximately a third of males chose a specialist games degree 
unlike the females where only a small percentage did. Therefore while it was still only about 
1/3 males who chose a games development degree' for females it was 1/7 and this ties in 
with this research that looks at not only how few women are in the games industry; but also 
how few are studying games courses. 
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2.43 Level 3 Figures 
Now having looked at both the games industry and the education of those in the industry; 
the following sections will look at education from general to specific qualifications.  
Education prior to 16 years of age is prescribed to specific core subjects with little additional 
choice (and these extra subjects are also limited) prior to level 3 (A-level or equivalent). Level 
3 is therefore an important juncture as this is where learners can choose the pathway which 
will lead to a degree and career.  While the focus of this study is on subject specific level 3 
qualifications; A-levels are still an important area to consider as the subjects chosen can be 
segmented by gender and so give a comparison to learner choice.  
“One of the consequences of assumptions about men’s and women’s job 
roles is that women tend to study different subjects to men at higher levels. 
The National Curriculum has narrowed the range of choices at GCSE so girls 
and boys now study similar subjects at this level. But there is a clear difference 
between their subject choices at A level. Some subjects attract more than 
twice the number of entries from girls compared to boys, and vice versa” 
(WWC, 2006, p11).   
 
By analysing the A-level choice by learner’s gender it can be seen the type of subjects taken 
(The Telegraph, 2013).  This gives a good grounding to show that the choice by gender is not 
simply in vocational qualifications, but also in traditional academic ones.  The results (Figure 
9) show that choice still follows what can be seen as a traditional gender divide.  Males 
chose ICT, Computing and Mathematics to a higher degree than females; yet females 
chose Art and Design subjects and English to a much higher degree than males. This is 
mirrored in the choices in BTEC vocational qualifications (Pearson, 2012) which is shown in 
Figure 10 which again shows a gendered divide in subjects (males- Engineering and 
Construction; females- Hair & Beauty and Health & Social Care).  The media result for BTEC 
included the games development pathway which is the only main level 3 games course; 
however this also contains traditional as well as interactive media pathways. 
“Young people still tend to opt for traditionally gender-stereotyped courses 
and jobs. Whilst girls and boys study similar subjects at GCSE level, there are 
clearer distinctions in the choice of A Level subjects, with more young women 
choosing arts subjects and the biological sciences and many young men 
choosing physical sciences and mathematics”. (CLG, 2007, p19) 
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FIGURE 9 THE TELEGRAPH ONLINE- A-LEVEL RESULTS 2013: NATIONAL RESULTS BY SUBJECT AND GENDER (THE 
TELEGRAPH, 2013) 
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FIGURE 10 BTEC RESULTS 2012 - NATIONALS 2011-12: BY GENDER AND SUBJECT (PEARSON, 2012) 
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What these findings suggest is that the choice of gendered careers may start at this crucial 
stage where learners choose those subjects which will then place them on a chosen degree 
(and related career path) and so pre-degree and degree choice are important areas to 
analyse to understand why men and women do not choose certain subjects and by 
extension careers. In particular this work is concerned with why women are not choosing the 
games industry as a career and those that do are not choosing technical subjects (Skillset, 
2012).   
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2.44 Games Specific Qualifications  
 
As discussed in the previous section on level 3; both level 3 and 4-6 (undergraduate- degree) 
are the precursor to career choice and so show the trends and the career choices prior to 
the career itself.  The Skillset figures (2012) show there are few women in the game industry, 
the results from the next gen survey (Nesta, 2013) confirm this and also show few women 
chose specialist degrees and that the level 3 results show that females were already 
choosing courses which followed what can be seen as pre-prescribed gendered choices.  
This section looks at how many women were choosing games courses in the UK as this is the 
specific area this thesis is researching.   The figures (Figure 11) were obtained from HESA 
(2013) searching for course titles that contained the key words computer games and show 
less than 7.5% females compared to males from 2004-2012 were interested in these courses 
between the academic years 2004 and 2012.  While there was a rise after 2010 to over 5% 
this still never achieved 7.5%.  This shows that not only were women not choosing to work in 
the games industry; they were also choosing not to take the course prior to the games 
industry.  This is important as this confirms that for whatever reason women were not choosing 
either the education or the career linked to the games industry.  
  “Women are under-represented at university in subjects including 
engineering, computer science, physics and mathematics, and are then 
under-represented in the occupations for which these subjects are important 
entry qualifications”  (CLG, 2007, p19).   
In a previous study (Carr, 2010) it was found that those who considered themselves ‘gamers’ 
were more likely to consider a career in the games industry.  This is important as this showed a 
link between those who play games as a pastime and those who want to create those 
games.  Therefore in the next section games and gameplay will be looked at to consider 
those in relation to gender (primarily female) and whether this has had any impact on the 
game industry as a choice for females. 
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FIGURE 11 HESA RECORDS OF UNDERGRADUATES STUDYING COMPUTER GAME COURSES IN UK (HESA, 2013) 
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2.5 GAMEPLAY 
 
So far the study has looked at areas such as gender, gender linked to careers, counter-
stereotypical careers,  figures from the games industry and education and these have been 
considered.  To complete the areas that can affect the choice of the video/ computer 
games industry; the games themselves are an important consideration.  An earlier study 
(Carr, 2010) found a link between those who play games and want to work in the industry 
and so the games themselves are an important element to study.   The following sections will 
discuss how many women play games (and the type), the eastern influences on western 
culture, female protagonists and how females play video/ computer games.  These will be 
partly analysed in context with the masculine view and consider if or how gender is utilised 
within gameplay.   
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2.51 The Percentage Of Women Who Play Video/Computer Games 
 
To begin the number of women who play video/ computer games and what games they 
play will be studied.  In the previous section (2.4- Industry and Academic Data) it is has been 
found that few women compared to men are on both the games degrees and in the video/ 
computer games industry.  Therefore this section will begin by answering the question are 
women playing computer/ video games and if so; what type.  The figures which shall be 
looked at are based on results which include the UK and so are limited.  While there are 
many more results from America; as this is research based around the UK, only results from the 
UK will be used.   
 
According to the Internet Advertising Bureau UK (IAB, 2012) women play 49% of games 
compared to men’s 51% (see Figures 12 and 13); this tallies with the BBC report in 2005 
(Pratchett, 2005) that found a ‘fairly’ even ‘split’.  The key thing about these two reports is 
that they both included games which are not always considered when researching 
computer games.  Both reports found while females played games as much as males; the 
types of games differed.  A Neilson study (Neilson Games, 2008) found 48% of males were 
active gamers vs. 29% of females.   
“Women can no longer be considered to be on the periphery of the industry. 
Although avid gamers are skewed significantly towards men, women are at 
least the equal of men when it comes to occasional, social or potential 
gamers” (Mintel Oxygen, 2008, p2). 
 
FIGURE 12 SECTION OF DIGITAL BRITAIN: A NATION UNITED BY DIGITAL PLAY  (IAB, 2012)   
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FIGURE 13 DIGITAL BRITAIN: A NATION UNITED BY DIGITAL PLAY  (IAB, 2012)   
 
 
The different genres of games which are chosen by genders could be a link into the choice 
of the game industry as a career.  The game genre, console and method of play could all 
factor into what is seen as traditionally gameplay.  As Pratchett (2005) discussed in the BBC 
study males and females do have different gaming preferences.  Action adventure and FPS 
(first person shooters), sports and racing tend to be played on consoles; according to the 
BBC study (Pratchett, 2005) these have a much higher percentage of males than females.  In 
comparison females played puzzles/ board games/ quizzes; which can be considered more 
for PC.  The IAG study in 2012 found these genres also had a higher percentage of each 
gender. The 2012 study (IAG, 2012) showed social networking games had a greater amount 
of females and so could also link into PC use such as FaceBook. 
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This leads on to an important term used within gaming- the ‘gamer’.  This as a term can be 
all-encompassing or a term which categorises a small percentage of those that play games 
as a benchmark.  In a previous study (Carr, 2010) those that considered themselves a gamer 
were more likely to consider the games industry as a career.  This is important as self-
identifying as a gamer does not itself confirm that others who play games do so differently or 
to a greater degree.  Castell and Jenson (2005) consider how transitory this term can be as 
“women who play card games as “female gamers” (2005, p3).  Therefore the woman 
becomes something separate and distinct from the gamer.  Until this term is specifically 
categorised it can be utilised indiscriminately as a way to label any subsection. 
 
Now that the number of females who play video/computer games has been considered; in 
the next section what those games comprise of will be considered.  It will also consider the 
impact of eastern values on western culture which will lead to considering how women are 
portrayed in these games and the effect this could have and finally how females play video/ 
computer games.   
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2.52 Eastern Influences On Western Culture 
 
The numbers of women who play games has been analysed; therefore now the media itself 
is the next important focus.  The media has been influenced by Eastern culture and this has 
shown an effect on how people in the west perceive protagonists within popular culture.  The 
following section will look at this effect and what this means for games.  This will be 
considered in the context of gender and what the resulting feminine and masculine divide 
means in relation to Western culture.   
 
One of the key Western portrayals of male characters within videogames is the ‘Macho’ man 
(Monnens, 2006).  An example of such a character is Konami’s Metal Gear Solid series- Solid 
Snake (Fig. 14) similar to the ‘traditional’ central characters in action films especially in the 
80s/90s portrayed by Arnold Schwarzenegger and Sylvester Stallone (such as Commando 
and Rambo) and including a high proportion of weaponry (large and powerful).  These 
characters are likely to be veterans of war and include scars with the body type being overly 
muscular.  They are heavily heterosexual (at times overly dominant) with ‘buxom’ female 
characters (at times submissive) and many times this being a strong element of the plot (such 
as Prince of Persia).     
“In machismo, masculine attributes are stressed through physical courage, 
virility, domination of women, aggression, and an expression of dominance 
through confrontation, but these attributes are also coupled with a diminishing 
of “negative” feminine traits such as the expression of emotion, fear, and 
docility”  (Monnens, 2006, pp4-5).   
 
 
 
 
 
 
 
 
FIGURE 14 COVER OF METAL GEAR SOLID 2: SONS OF LIBERTY VIDEOGAME (KONAMI, 2001)  
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The view of men in the West has begun to change from that of the traditional ‘macho’ man 
(Monnens, 2006) to a more Eastern style on Western TV and films (consider the protagonists in 
Mission Impossible and The Bourne Identity).  This is similar to the ‘bishounen’ (aesthetically 
beautiful boy/man) which is utilised within the Eastern film, TV and game industry (an 
example is Tactics (2004) - Figure 16).  The almost feminine characteristics clash with the 
‘macho’ views which were the accepted norm in the 80/90s in Western culture but with the 
rise in popularity of both Japanese culture in film, comic books and computer games a 
merging into Western culture utilising the Japanese style of drawing (manga) has brought this 
new view of the heroic man.   
 
 
 
 
 
 
 
FIGURE 15 COVER OF FINAL FANTASY XII VIDEOGAME (SQUARE ENIX, 2006)  
 
 
 
FIGURE 16 COVER OF TACTICS DVD (MANGA ENTERTAINMENT, 2008)  
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The issue of sexuality is an important consideration in the conflict between Western and 
Eastern views of masculine portrayal.  Whereas the ‘bishounen’ in Eastern views can be 
heterosexual without conflict in the Western view the femininity of the male hero can be 
linked to implications of homosexuality as the physical traits react with the ‘macho’ view of 
the male protagonist (Monnens, 2006; Consalvo, 2003) and so within the video game world 
the male tries to retain his masculinity while taking on a role which may be seen as 
homoerotic. 
 “Can the assumed male heterosexual player successfully identify with a 
feminized male character, without perhaps coming to care for or even desire 
the character too much?” (Consalvo, 2003, p178) 
This leads to adding a female character especially if two male protagonists are involved 
which is labelled as an “erotic triangle, comprising two men and one woman” (Consalvo, 
2003, p178) to remove the possibility of homosexuality.  However in the game world the 
protagonists still primarily focus on the traditional ‘macho’ man; such as John Marston in 
Rockstar Games’ Red Dead Redemption (2010) and especially games involving war such as 
Call of Duty and Battlefield.  Which would seem to suggest that the male game player is still 
concerned with their perception of themselves within the game.  Games such as Square 
Enix’s Final fantasy series (Figure 15) while popular are not the normal portrayal of the male 
character in main stream video games. 
 
This is where there is a difference shown between the genders.  The male protagonist can be 
appreciated for his fighting style and look; ‘idealised stereotypes’ (Monnens, 2006).  Therefore 
how the man would wish to be perceived.  What can be perceived as misogynistic is how 
many women are also the ideal but for the man rather than the woman; “young, fertile and 
always ready for sex” (Ray, 2004, p104).  While the men playing the male character can 
utilise the ‘macho’ stereotype and become the main protagonist; the female player many 
times is forced into either playing a ‘hypersexualised’ version akin to a sexual fantasy (Ray, 
2004) or an almost homoerotic or transgender experience by themselves becoming the 
overly macho man and working to win the affections of the female.  The male protagonist 
while showing ‘youth and virility’ does not “display anything that indicates sexual 
receptiveness” (Ray, 2004, p104) and so does not place the male game player in a sexually 
ambiguous position (Consalvo, 2003; Cogburn and Silcox, 2009).  Even Lara Croft (Figure 17) 
in the Eidos Tomb Raider (1996) while being female appears to embody the traits which are 
seen as traditionally more masculine. 
“But is this target audience—the young men who take on the character of 
Lara in order to play—primarily being invited to take sexual pleasure from 
looking at her? Or to enjoy the pleasures of being her? We know that there 
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are certainly masculine pleasures to ‘being’ Lara, even with her 
unprecedentedly feminine body. The violence in Tomb Raider is understood to 
be desirable for men”  (Mikula, 2003, p80). 
 
FIGURE 17 TOMB RAIDER (EIDOS, 1996) 
One reason may be that while the Japanese portrayal of men allows a shifting of the 
masculine to embody a more feminised look; the female Eastern portrayals, similar to the 
Western portrayal of the women are extremely beautiful, cute and sexually attractive such as 
Galaxy Angel (2001), (Figure 18) therefore legitimising this view of the female character as a 
sexual object and less as a realistic character portrayal.   
 
 
 
 
 
 
FIGURE 18 COVER OF GALAXY ANGEL VIDEOGAME (BROCCOLI CO. LTD., 2002)  
 
Why this is so significant is as discussed earlier those who play the games; see themselves as a 
'gamer', are more likely to see the games industry as a possibly career (Carr, 2010).  Therefore 
the gender perceptions within the game show a message which is weighted towards the 
male player on many mainstream games.  How females are portrayed in games will be 
studied in more detail in the next section where female protagonists are considered. 
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2.53 Female Protagonists  
 
To begin with in this section is a short history of female protagonists to highlight how these 
characters were able to be integrated into the traditionally masculine arena of games.  
Metroid (Nintendo, 1986) had the distinction of having one of the first female protagonists 
(Samus Aran); not only a lead but the lead and in an action videogame.  What made this 
game especially startling was the knowledge of the gender of the main protagonist was kept 
hidden behind an asexual armour and there were no references (the manual stated ‘he’) 
and so until the game was completed and the armour removed the gender was assumed to 
be male (admittedly this character was a woman in a bikini in the final scene but pixelation 
meant subtlety was not available).  This meant the player was forced to have been playing a 
female character whether they had wanted to or not and so created a dichotomy with the 
usual self-visualisation of the male lead.  In 1984 the King’s Quest series was created by 
Roberta Williams and her husband.  Why it is notable is in the 4th instalment- The Perils of 
Rosella (Sierra Entertainment, 1988) it included the “first female protagonist” (Krotoski, 2004, 
p6).  In contrast to Metroid this character was obviously female from the beginnings of the 
game.  Consider the packaging (Figure 19) and it is clear that unlike the asexual character 
for Metroid; Rosella is obviously female and the cover is made similar to that of romance 
books which may have been targeted for a female audience.  This allows this game to be 
specifically targeted and unlike Metroid which was a game which would have been 
targeted for males; this was targeted for the female audience. 
 
 
 
FIGURE 19 COVERS OF METROID (NINTENDO, 1986) AND K ING’S QUEST IV: THE PERILS OF ROSELLA (SIERRA 
ENTERTAINMENT, 1988) 
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In figure 20 are the covers of key female protagonists in video games from 2003 to 2013.  
Jade from Beyond Good and Evil (Ubisoft, 2003) and Faith from Mirror’s Edge (EA, 2008) wear 
clothes which are asexual and while obviously female, are not ‘hyper-sexualised’ (Ray, 2004).  
Nariko from Heavenly Sword (SCEE, 2007) is interesting as while her clothes seem overly 
provocative and seem similar to the clothes worn by anime characters, the character herself 
is strong and capable and not overly physically proportioned as many such characters are.  
Lightning from Final Fantasy XIII (Square Enix, 2009) is similar to Nariko in that she is a strong 
and capable woman however her clothes while including a feminine touch are much more 
masculine and the sword she uses more reminiscent of a male character such as God of War 
(2005).  Finally there is the latest Tomb Raider, this is an interesting contrast to the original Lara 
Croft (shown in the previous section) as while she retains her strength and capability she also 
has realistic physical proportions similar to Nariko and shows a character which women can 
attain to physically as well as in personality.  These games all reside in the ‘action’ genre 
rather than ‘passive’ (Walkerdine, 2007) and while there have been a number of leads in 
other genres these are important protagonists in a genre with a predominance of men 
(Beasley, 2009) and these females are strong and capable.   This shows how the female 
protagonist has been positioned in the game market (whether specifically for female or for 
both genders can be debatable as this genre has a larger male audience as seen in the 
previous section) but clearly made to give women an equal position within the game world.   
 
 
FIGURE 20 FEMALE AVATARS PORTRAYED ON THE COVERS OF BEYOND GOOD AND EVIL (UBISOFT, 2003), HEAVENLY 
SWORD (SCEE, 2007), MIRROR’S EDGE (EA, 2008), FINAL FANTASY XIII (SQUARE ENIX, 2009) AND TOMB RAIDER 
(SQUARE ENIX, 2013) 
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2.54 How Females Play Video/Computer Games  
 
We have now looked at how many females play the games, a look at Eastern portrayals and 
their influence and how female protagonists are being included within video/computer 
games.  Finally to consider gameplay it is important to look at how games are played by 
females.  In 2.52 the power structure between males and females was discussed and the 
position of the female as a sexual object.  Considering this further, looking at Ray (2004) and 
her study of gameplay she discussed a male hegemony with a ‘pyramid of power’ which 
gave females a weaker position in gaming due to the structure of society and so while men 
could comfortably consider a female avatar, a female could not consider a male due to 
their lower social position.  The “majority of dominant, gender- based societal structures in the 
world today are patriarchal in nature” (Ray, 2004, p96).  This places an interesting 
perspective on the female protagonists in 2.53 as if men can comfortably game as females; 
in a genre which is heavily male, are these female protagonists actually for females at all? 
 
When looking at how females play- avatars are an important consideration as they are the 
link between the player and the game; in fact in many games they are the player 
themselves.  Within Walkerdine’s (2007) study of girls playing video/ computer games she 
found the  
“absence of, or ambiguous, masculinity....The girls operate as though they will 
be more able to cope with the male avatars if these are brought down to size, 
rendered less macho.  This positions them very clearly as mothering and 
caring, gaining power by looking after an emasculated cuddly male avatar” 
(Walkerdine, 2007, pp.52-53).   
Therefore the avatar was rendered ‘safe’ and to consider Ray’s (2004) analysis of the power 
structure between genders this would create a character without the female having to 
transcend a masculine hierarchy yet able to regain some of the power lost within this 
transaction- a   “cuddly male avatar is rendered powerless and the girl powerful.” 
(Walkerdine, 2007, p53).  These opposing terms of ‘cute’ and ‘powerful’ shows the 
“contradiction of femininity and masculinity” (Walkerdine, 2007, p53).  This links back to the 
first section of this chapter which considered the dual-burden (Gershuny, Godwin and Jones, 
1994). 
 
Another facet of how girls play is their preference on team co-operation (Walkerdine, 2007) 
and is praised as a positive female attribute unlike boys who are taught a much more 
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independent approach- ‘not depending’ (Pollock, 2008).  Pollack (2008) discussed how boys 
are taught to be 'stoic', not show emotion and 'not depend on others', this is a startling 
contrast on how the females were taught to co-operate. 
 
The individual type of play could link to society’s expectations as Walkerdine’s (2007) study 
found girls who acted competitively were seen as unfeminine by following what is seen as 
masculine (trying to win) and so by working with others were able to retain their femininity 
(Castell and Jenson, 2008).  Walkerdine (2007) described this as the 'consistent engagement 
with both competition and co-operation' which seemed to hint at the girls trying to 'hide the 
desire to win' and therefore remain feminine while competing.  Castell and Jenson (2008) 
called girls acting competitively while also supporting others ‘benevolent competition’. This 
was in such a way that the girls could remain in society's norm, therefore within the way 
society decides gender should be preformed.  This suggested not that girls do not want to 
win but that girls are taught they should not want to win.   
 
As well as girls preferring to play in groups they also played with a male counterpart so to 
remain in what is seen as the norm (Castell and Jenson, 2005).  In this way they avoided 
transgressing ‘stereotyped feminine identity’ (Castell and Jenson, 2005) and so could retain a 
purposeful ignorance of partaking in a male pastime.  Within this gameplay girls became 
insecure and lacked confidence in their own ability - the “habitual ‘feminine’ position of 
incompetence” (Walkerdine, 2007, p55) and as described by Castell and Jenson (2005) as a 
‘magical realism’ the girls removed themselves from the game so to avoid the ‘gender-
inappropriate engagement’ (Castell and Jenson, 2005). 
 
Considering these views of gameplay it is clear that females play differently to males and it is 
clearly hinted that this is due to society's expectations of gender and not their own choice.  
The consideration of choice is an important one and so in the next section choice will be 
considered both in relation to joining the games industry and gameplay.  This final section of 
Chapter 2 will consider what has been looked at so far and incorporate any pertinent 
material linked to choice. 
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2.6  FACTORS WHICH INFLUENCE CHOICE (IN BOTH THE GAMES INDUSTRY 
AND IN GAMEPLAY) 
 
There has been a lot of research on the influence of gameplay on games, factors have been 
identified which influence gameplay and these can then be seen as a factor in career 
aspirations (Carr, 2010).  These factors in relation to gender are therefore discussed as well as 
social factors linked to both females playing games and those affecting whether females are 
choosing to play games.  Women’s place in the games industry is discussed and finally all 
these factors are considered to hypothesise reasons why there are so few women in the 
games industry.  These results lead to the methodology, methods and results from the original 
study which looked at female Further Education and Higher Education students and their 
thoughts in relation to social factors relating to the games industry and their own 
consideration of the games industry as a viable career option. 
2.61 Factors 
From previous research (Carr, 2010) there was a link found between those who played 
computer/video games regularly (saw themselves as a ‘gamer’) and those who wanted a 
career in the games industry; this was found to be players who were primarily male and so 
compares with previous research that showed those who play video/computer games are 
mainly male  (Barron, 2004; Cherney and London 2006; Terlecki and Newcombe 2005) and so 
could lead to a possible reason why not as many women either study games at degree 
level; no more than 7.5% of males (HESA, 2013; Carr, 2010) or only 14% of the game industry is 
female (Skillset, 2012).  This therefore led to the possibility that to attract more women into the 
game industry more girls needed to be attracted to gameplay or at least attracted to the 
same games as boys.  The following section will look at firstly cognitive and physiological 
factors and secondly social factors linked to gameplay to see if any patterns can be found 
why girls may not play video/ computer games (or the same type of games) to the same 
extent as boys and therefore why girls do not choose the game industry as a career.  In the 
following study the term ‘gameplay’ will be in relation to the playing of mainstream games 
(those usually played on Playstation 3 or Xbox 360) such as Call of Duty or Red Dead 
Redemption; this will also relate to the playing of the same games on a PC.   
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2.62 Cognitive And Physiological Factors 
Spatial awareness/ attention span/memory/problem solving 
Previous studies show the playing of action games creates greater spatial awareness (Feng 
2007; Dye, 2009; Latham et al, 2014; Spence, 2009) and showed a difference in male and 
female cognitive responses; males gained higher figures (Feng, 2007; Terlecki, 2005) yet 
repeated gameplay improved both genders and allowed women to show equality with men 
in this area (Feng, 2007; Spence, 2009).  The most pertinent finding of this study was the 
utilisation of the ‘action games’ genre as figures (Pratchett, 2005) showed that this was an 
area that is predominantly played by boys; thereby showing one possible reason for studies 
showing males generally having a higher spatial awareness in computers (Castelli, 2008).  The 
link between spatial awareness and skills needed for engineering and maths (Feng, 2007) are 
also linked to subjects predominantly taken by males within STEM- Science, Technology, 
Engineering and Maths (Watermeyer, 2010; Ceci, 2011; Halpern 2007) and include roles such 
as programming which also showed females have less experience of than males (Barron, 
2004; Beyer, 2003; Madrid et al, 2014).  Therefore although women scored lower compared 
to men in spatial awareness prior to continued use of action games (Feng, 2007; Terlecki, 
2005) this could be linked to the games and amount of gameplay they complete as a child 
and so also placing this within social factors as well as cognitive factors. 
The use of computer games has also been shown to expand ‘attention, memory and 
executive control’ (Boot, 2008, p387) but more specifically in those who have been playing 
action games for a long time (Green and Bavelier, 2003).  This showed a link between being 
an action/ First Person Shooter (FPS) ‘gamer’ (someone who plays games regularly) and 
developed cognitive skills.  The same participants did not show any improvement when 
playing a non-action game (Tetris) and this was linked to the simultaneous and high pressure 
tasks required in an FPS/ action game (Green and Bavelier, 2003; Boot, 2008).  Oei and 
Patterson (2013) showed that other games as well as action may develop cognitive skills. 
Other cognitive skills such as task-switching (Strobach, 2012; Green and Bavelier, 2012; Cain, 
2012), attention skills (Dye, 2009), probabilistic inference (Green, 2010), memory (Colzato, 
2012; Ferguson, 2007) and visual acuity (Castel, 2005; Green, 2007; Wallander, 2011) were 
linked to the playing of action video games.  Blacker et al (2014) showed action games 
developed the Visual Working Memory (VWM).  Although there were no specific gender tests 
completed this links back to a higher percentage of males playing action games discussed 
in the early section and can be seen in several papers which were unable to obtain female 
test subjects (Strobach, 2012; Green and Bavelier, 2012; Dye, 2009; Montag, 2012).   
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2.63 Violence/ Emotions 
 ‘Gamers’ when shown a variety of images from a First-Person Shooter showed less negative 
responses when showed negative images than non-gamers; therefore showing a lack of 
empathy for fictional violence (Montag, 2012).  Montag (2012) showed that long term 
players of violent games process emotions differently to non-gamers. Anderson and Bushman 
(2001) suggested games made players violent and Weber et al. (2006) studied the players 
response to violent acts and found the players reacted the same as in a real-world action, 
however Regenbogen et al. (2010) showed gamers are able to differentiate between real 
and fictional scenes from games and this suggests that although ‘gamers’ are desensitised to 
fictional violence this may not be mirrored in the real-world.  Montag et al. (2012), 
Regenbogen et al. (2010) and Weber et al. (2006) all used ‘functional magnetic resonance 
imaging (fMRI)’ for their studies.  The studies were once again all male and so this further 
continues the evidence of ‘action games’ as being predominantly played by males.  Weber 
et al (2006) noted an important concern is whether the ‘gamers’ play violent games 
because they are violent or have become more violent because of the games and so the 
‘causal’ effect.  This is significant as discussed in the previous section if FPS/ action games are 
a means to develop cognitive skills and possibly a way to close the gender gap with certain 
skills and a way to recruit more women in predominantly male areas.  Recent research shows 
that FPS games are less violent than sports games (Goodson and Pearson, 2009) and so this 
leads credence to the causal effect being linked to violent players rather than the games 
making the players violent.  This could lead to negating the concerns about aggression 
linked to FPS/ action games and therefore the positive cognitive responses and possible uses 
to recruit more females into the games industry as a long term goal. 
 
Conclusion 
Action games/ FPS show as a possible means to gain more women in ‘male’ subjects such as 
maths (Feng, 2007).  This links to the spatial and other cognitive factors of playing such 
games and the link between these abilities gained (Green and Bavelier, 2003; Boot, 2008) 
and skills in traditionally male subjects (Watermeyer, 2010; Ceci, 2011; Halpern 2007) which 
would include areas of the games industry such as programming.  The negative 
connotations of playing FPS/action games linked in to possible violence shows from the latest 
research that although they affect players this appears to be in relation to fictional violence 
and has no effect on the player’s empathy within the real world (Regenbogen et al., 2010).   
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2.64 Social Factors Affecting Gameplay 
Avatars 
A study of games revealed a high percentage of game characters were male (Beasley, 
2009) and of the female characters, many wear much less clothing/ are more sexualised 
than their male counterparts (Ivory, 2009; Beasley, 2009; Miller, 2007; Soukup, 2010).  This 
depiction of the male characters can be seen as ‘macho’ (Monnens, 2009; Walkerdine, 
2007) which has a correlation to the Western version of masculinity and has a link to the 
hegemonic power structure within culture (Ray, 2004; Soukup, 2010) with the masculine 
imagery holding power over the feminine discussed previously.  Morawitz (2009) discussed 
how this portrayal of female characters as ‘sexualised’ can have negative impacts on the 
perception of women in the real-world.  This trend of female characters within gameplay 
showed a pattern of gameplay being created for a male rather than female audience 
(Soukup, 2010).  Arguments defend the stronger female characters such as ‘Lara Croft’ as a 
positive reinforcement to girls but need to also consider the negative impact of an over-
sexualised representation of the female avatar (Marriott, 2003).  Interestingly when 
Walkerdine (2007) studied which avatars girls chose they showed a preference for an 
‘emasculated cuddly male avatar’ (Walkerdine, 2007, pp.53) and so giving this power back 
to the female players (Walkerdine, 2007).    
 
Society 
Social issues arise linked to gameplay when considering masculine and feminine types of 
play.  As Walkerdine (2007) discussed of the girls who played games as part of her study; they 
were ‘performing masculinity’ while also keeping society’s expectations of femininity 
(Walkerdine, 2007; Castell and Jenson, 2005).  They attempted to hide their ‘excitement’ 
about killing within gameplay and competitiveness and retain a ‘passive’ veneer.   
“feminine positioning necessitates ….passive/covert negotiation of power” 
(Walkerdine, 2007, p55).  
thereby allowing the girls to remain a societal ‘norm’.  Meanwhile boys felt the need to add 
bravado (Pollack, 2008) to retain masculine traits when exhibiting any emotionalism linked to 
femininity.  This resulted in ‘overt’ action such as competitiveness in boys and ‘subversive’ 
action in girls who appeared to attempt ‘to hide the desire to win’ (Walkerdine, 2007, p49).  
When considering video/computer games and in specific action/ First Person Shooters as 
discussed in the previous work on cognitive traits; the games by their nature generally involve 
killing, the need to win and this ‘masculine’ show of violence which is acceptable within boys 
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(Pollock, 2008; Walkerdine, 2007) but considered unfeminine for girls (Walkerdine, 2007; 
Margolis and Fisher, 2002; Pollack, 2008; Castell and Jenson, 2008). 
 
Conclusion 
An overabundance of both overly macho male games characters (Monnens, 2009; 
Walkerdine, 2007)  and oversexualised female characters (Ivory, 2009; Beasley, 2009; Miller, 
2007; Soukup, 2010) show society and the media’s views of what is appropriate for boys and 
girls follow extremely gendered guidelines (Walkerdine, 2007; Margolis and Fisher, 2002; 
Pollack, 2008; Castell and Jenson, 2008) and this could a) be leading less girls to play games 
(which as a link has been shown (Carr, 2010) between those who play games and those who 
are in the game industry could be a reason) b) to choose games only within appropriate 
feminine guides (Walkerdine 2007), so to link back to the cognitive factors this could be 
stopping girls from choosing games such as FPS/ action games which could lead to higher 
skills such as Spatial Awareness and then develop skills in areas such as maths which have a 
higher percentage of males. 
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2.65 Social Factors Affecting Whether Girls Choose Video/Computer Games (Both Playing And As A 
Career) 
 
Parental and Peers  
Harris (1998) suggested that parents play little part in children’s development and peer 
pressure is the key factor; this caused many counter-arguments and the ideas which led to a 
book which was edited by Borkowski et al. (2002) which included a section by Harris and 
within the different sections suggested that a variety of influences including parental 
influence as well as peer pressure affected children; showing that the question of influence 
was an extremely complex one.  Therefore both parental and peer pressure needed to be 
taken into account when considering why a child/ teenager makes their choices.  Studies 
show women unlike men tend to have a ‘back-story’ from when a male sibling or father 
showed them for instance computers which led to a computer career and so show the 
influence of a male to foster a female in a traditionally male career (Faulkner, 2007; Etzkowitz 
et al, 2000) when women followed a counter-stereotypical role. 
 
Media 
When considering advertisements in high street stores or on the Internet for children’s toys 
there is a divide between ‘boys’ (Figures 22 and 24) and ‘girls’ (Figures 21 and 23) toys (Lamb, 
2006; Fine, 2011).  When considering computer/video games the mainstream games are 
marketed more for males (Beasley, 2009; Lamb, 2006).  This can lead to a belief by the girls 
that certain games are only appropriate for boys (Walkerdine, 2007).  This links to the media 
which promotes society’s view where both girls and boys are constantly told what hobbies 
they should be following (Walkerdine, 2007; Pollack, 2008). 
 
 
FIGURE 21 ADVERTISEMENT FROM THE TOYS R US WEBSITE FOR ‘GIRLS’ TOYS (TOYS R US, 2012) 
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.  
FIGURE 22 ADVERTISEMENT FROM THE TOYS R US WEBSITE FOR ‘BOYS’ TOYS (TOYS R US, 2012) 
 
 
FIGURE 23 A ‘GIRLS’ TOYS PAGE- MADE FOR A ‘PRINCESS’ (TARGET, 2009)  
 
 
FIGURE 24 A ‘BOYS’ TOYS PAGE- FOR ‘YOUNG DUDES’ (TARGET, 2009) 
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Career choice 
Traditionally ‘masculine’ careers such as science, IT and engineering are linked to ‘male’, as 
Etzkowitz et al (2000) discusses it is ‘culturally defined’ definitions of gender that lead to these 
careers being labelled as such.   The games industry can be seen as a predominantly male 
career with the latest Skillset (2012) showing only 14% of the ‘Computer Games’ industry are 
female.  This trend shows on both HE courses and FE games courses (as shown earlier in 
Chapter 2).  With HE recruiting 7.5% or less the number of men (HESA, 2013) on computer 
games degrees and in FE females avoiding subjects which are stereotypically ‘male’ such as 
maths and ICT (as shown in 2.43).  This lack of females in the games industry starting from FE 
courses links to the main research as the question of females not choosing this area 
academically or as a career is the reason for this study. 
 
 
Conclusion 
The areas here within social factors such as parental and peer pressure and career choice 
are areas that need further research.  There is evidence of social pressures but a more 
detailed analysis in relation to the games/ IT area is required.  This links into career choice, as 
it is known women do not choose the game industry and this study looks to answer why.   
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CONCLUSION 
 
Literature and contextualisation linked to this research have been studied and considered 
within this chapter and will be used when analysing the original data in Chapter 4.  The main 
areas began in this chapter by considering the area of gender, career, counter-stereotypical 
careers to create a context for this research by considering the literature and utilisation of 
terminology.  The next section looked at data which considered the Games Industry, data 
considering the education of those in the games industry, what subjects were chosen post-
school at Level 3 and finally the number of women on games courses.  This showed the issue 
in relation to both education and career in relation to Games Development and the lack of 
females.  Next 'gameplay' was considered in relation to what games females play, how they 
play and how women are portrayed in games.  This was an important consideration when 
considering the link between those who play games and those who consider a career (Carr, 
2010).  Finally the factors in choice of both gameplay and the games industry was 
considered and how each of these areas could be possible reasons why females do not 
choose certain games, choose to play a certain way (which can also effect game choice) 
and many do not choose the games industry as a career. 
Page 60 of 137 
 
CHAPTER 3- METHODOLOGY AND METHODS 
 
INTRODUCTION 
Aims of the Study 
This study aims to look at women transitioning into a career which is counter-stereotypical to 
their gender socialisation looking at the video/ computer games industry.  Therefore the 
specific aims are: 
1. To explore student's experiences as a female games student in a male dominated area. 
2. To discover any factors which influenced both the learner's choices and decisions. 
3. To establish if any connections existed between gameplay and choosing the games 
industry as a perspective career. 
 
 
This study considered women in counter-stereotypical careers and the effect society's view 
of gender could be having.  Due to the researcher's own background as a computer games 
development lecturer the games industry was chosen as this career.  This meant the 
researcher began with a certain perspective and this was accepted and utilised within the 
study. The research wanted to find out how women reacted and responded within a career 
path which was predisposed to be considered as male.  This meant an appropriate 
methodology was researched prior to creating the research itself.  In the previous chapter 
gender, gender linked to career and counter-stereotypical careers were considered.  Then 
the figures pertaining to both the industry and academic figures.  Next gameplay was 
considered in both the games and how females played the games.  Finally choice was 
considered as the different factors in both the industry and gameplay and completed 
Chapter 2 to lead on to the original research.  This chapter looks at both the methodology 
and methods used for the original study which looked at women choosing the counter-
stereotypical gendered career area of video/ computer games by completing a games 
development course and their experiences. 
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3.1 METHODOLOGY 
 
The choice of methodology was a difficult one as elements of both objectivity and 
subjectivity were appropriate to the proposed research.  The study would have a narrow 
focus on gender socialisation.  Therefore it would not be denying that any power structures 
within society might be causing an effect, nor that any issues could be related to specific 
genders, but in relation to this study would not be the specific area studied.  To begin, 
therefore, both philosophical concepts were considered to find the appropriate perspective 
for this study by considering the two opposing stances of Realism and Relativism. 
3.11 Choice of philosophical perspective- Looking at Objectivity and Subjectivity 
Objectivity-Realism 
Objectivity looks at a reality which is separate to the researcher.  Realism considers absolutes; 
there are factual results which are taken as generally true.  This perspective is especially 
relevant to quantitative research as it looks at precise data.  The researcher is not an 
important factor when considering objectivity. 
 
Subjectivity-Relativism 
Subjectivity includes the researcher's viewpoint and accepts that the knowledge is altered 
by the researcher's input.   Relativism takes the stance there is no actual truth.   This position is 
linked more to qualitative research as it looks at the interpretation of data and therefore the 
researcher is an integral part of subjectivity. 
 
3.12 A 'middle-ground' 
The result of studying both realism and relativism was the realisation that a 'middle-ground' 
was necessary.  This was both a startling revelation and one that led the researcher to 
consider exactly what was needed for this area to be effectively analysed.  After considering 
various perspectives from both Objective and Subjective perspectives; a solution was found 
within the social sciences.  Hammersley (1992) discussed a methodology which looked at a 
reality separate from us (objectivity) but which would always be seen from each person's 
perspective (subjectivity).  He called this 'Subtle Realism' (Kirk and Miller, 1986; Hammersley, 
1992) and was the ideal solution for this study as the researcher could retain their own 
perspective which a realism approach would not have allowed (which as a lecturer in 
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games development needed to be considered) while still objectively being able to look at 
the findings without becoming too directly involved or over analysing each answer as a 
relativism view would have required (Dingwall et al, 1998). 
"the researcher treading this middle way is continually aware of the 
constructed nature of research, but avoids the wholesale application of 
constructivism to his or her own practice, which would result in a descent into 
nihalism" (Seale, 1999, p26)   
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3.2 METHODS 
 
3.21 Overall design 
Once the methodology was decided; the method to collect data was needed.  To begin 
with what did the research want to know- to refer back to the aims the study wanted to 
interview female computer games development students studying prior to career and so in 
Further and Higher Education as discussed in Chapter 2.  The research wanted to find out the 
experiences of these women in a male dominated career area, to consider any influences 
and look for any links between gameplay and the courses leading to career.  This meant that 
a specific target group would be sampled from; these being females on Computer Games 
courses in the UK.  Therefore a method to interview which would be appropriate for this study 
needed to be decided on.   
 
To begin were a number of factors- 1) location of participants,  2) availability of participants  
and 3) ensuring confidentiality of participants were considered.  Alongside this was the 
decision on the appropriate way to contact these participants.  As the learners were all on a 
games course and by necessity would need to have access to computers and the Internet 
the decision was taken to conduct the interviews online.  This led to a number of ways such 
as a Virtual Learning Environment (which had been used by the researcher previously), 
FaceBook (which held its own issues linked to confidentiality and more importantly was 
decided inappropriate due to the researcher's inexperience of this method of 
communication), Social Media such as Twitter (which was decided would not allow for 
depth) and E-mailed interviews (which would be completed using a specifically created 
email address). 
 
The most appropriate way online was decided to be email as this would ensure 
confidentiality between the participant and the researcher and also would mean a record 
would be kept of all contact.  It would also factor in issues 1 and 2 from the previous 
paragraph as an online interview made distance unimportant and as Bampton et al. (2013) 
discussed this method of communication meant neither the researcher or participant had to 
worry about time constraints when utilising asynchronous communication (Horrocks and King, 
2010).  An issue which was considered was could the lack of 'spontaneity' (Bampton et al., 
2013) detract from the quality of data but this was outweighed by the ability for participants 
to consider their replies which due to the topic would give more time for reflection.  Bampton 
Page 64 of 137 
 
et al.  (2013) do discussed the issue of lack of response and the reasons due to this being 
technical rather than the respondents choice and this was an issue that arose in the study 
and is discussed within this Chapter.  
. 
3.22 Sampling and recruitment 
 
As the sample chosen had to cover the required demographic for the research of female 
learners studying a full time Further or Higher Education Computer Games course in the UK 
(the research was limited to the UK as the study was considering the career in the games 
industry within the UK) this would include any course which included Computer Games as a 
significant part of the study.  The reason for this sample was to find by in-depth questioning 
why these participants had chosen an area which had such a high percentage of males 
compared to females.  It looked to find out by interviewing participants at this important 
stage prior to joining the games industry to find reasons for so few females both on the 
educational courses leading to the games industry and then use this as supposition for the 
same low candidateship in the career.  This would include researching the participants 
choice by finding out any experiences which could highlight why they had chosen this 
counter-stereotypical career.  Also the study would look to find out any links to the playing of 
games themselves which could account for the low percentage of females as there was 
roughly an equal amount of males and females who play games (as discussed in Chapter 2) 
though not in the same genre.  This meant a purposive sample was the most appropriate as 
a specific pre-determined set of variables (gender, subject, education, minimum age) was 
required to attain the sample. 
 
Given the aims of the study, the sample sought was females on Computer Games courses at 
either Level 3 (A level equivalent) or Under-Graduate Degree level.  As discussed these 
establishments would be based in the UK.  The sample size aimed to be between 20 and 40 
participants from a target of about 60 educational establishments which were to be 
contacted and this number of participants was chosen based on the researcher's 
experience as a computer games lecturer that there would usually be expected 0-3 learners 
at any 1 establishment.  This number of establishments was chosen linked to various factors- 
these included the time to recruit as educational establishments could not be contacted 
until the academic year had begun in 2012-2-13 (October for Higher Education courses) and 
about 6 months would be needed for research and with courses at Higher Education 
completing as early as May this meant recruiting had to be mainly completed within a 1 
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month period.  This did not preclude any recruitment as the year progressed but the 
researcher had to realistically consider the time needed to focus on the interviews 
themselves while maintaining their own role as a Practitioner.  However as Brennan (2013) 
stated 'there is no magic number' when choosing how many to sample and it is of more 
importance to ensure you gain the information you need and this alters the amount of 
participants needed based on each research requirement. 
 
Once the research proposal was approved by the University of Huddersfield School of 
Human and Health Sciences – School Research Ethics Panel, 
(http://www.hud.ac.uk/hhs/research/srep/) which was a longer process then the researcher 
had expected and meant interviews did not take place until 2013.  The researcher once 
approved contacted both colleges and universities in person, by email and phone 
(depending on the most appropriate means).  While the researcher contacted over 50 
establishments which had full-time computer games courses it was found mainly that only 
those who had a specific person to contact within the establishment replied.  Of those with 
specific contacts the majority replied; however a number of these also had no learners fitting 
the required demographic (no females on their course).  An important thing to consider is this 
itself showed how few of the required demographics were studying a Computer Games 
course which linked to the chart from HESA (2013) in the research in Chapter 2.  Whereas a 
course could have 15-20 male learners studying; there would be (as had been expected by 
the researcher) only 0-3 females learners in every educational establishment and so 100% 
participation of all female learners asked would have been unrealistic. 
The researcher discussed with the educational establishments the details and requirements 
of the study and sent the participation information and consent forms to the establishments 
and this was then given to the learners along with the researcher’s email (a copy of this 
paperwork is included in the appendix).  Some educational establishments sent a list of 
names and email of those who had agreed and they were each sent the information and 
consent form to sign.  A specific requirement of one of the establishments was that there 
would be nothing specific which would link to these learners location wise except in a 
general way in the thesis (it was agreed this information could be given to the University of 
Huddersfield itself) and so anything that could be linked to the area of the UK was removed 
as well as anonymising each participant as per usual expectations.  One establishment 
asked for the initial contact to be by FaceBook and this was completed by a colleague of 
the researcher posting the researcher's email address with details of the study on the official 
FaceBook account of the educational establishment as authorised by the contact within 
that establishment.   
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Within the UK there is only one full time Computer Games course available at Further 
education however Higher education courses could be named specifically linked to the 
educational establishments and so this information was also removed.  Finally 9 educational 
establishments in the UK had learners who participated in the study and 28 learners agreed 
to the interviews.  Of those individuals that answered some participants had to leave the 
study due to personal reasons which included time constraints or did not return the consent 
documentation and so were not able to be included.  This led to 17 participants which while 
this was below the minimum amount of participants of 20 the researcher had aimed for; 
when considering the depth of answers and the low number of females on games courses 
(which was lower than the researcher had expected) was decided was a successful 
recruitment.  Later in the research there was a technical issue which meant not all 
participants were receiving emails and this was only known and able to be rectified to an 
extent due to one of the participants contacting the researcher querying their questions.  
Due to this for a limited time for participants who had answered most questions the 
researcher used FaceBook to confirm to the participants that an email had been sent and to 
enquire if had been received/ if they still wished to proceed.  This proved fruitful in this late 
stage of the research and as Bampton et al. (2013) discussed highlighted an issue which can 
be found in 'E-interviewing' of technical issues causing a break in communication with the 
researcher unaware of the reason. 
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Included below is a table of participants who were in the final study.  Note the participants 
are listed as numbers for Higher Education and letters for Further Education.  Also the 
educational establishments are also anonymised however it is noted when more than one 
participant were from the same establishment. 
Participant FE/HE Educational Establishment  
1 HE A 
2 HE E 
3 HE D 
4 HE B 
5 HE D 
7 HE B 
8 HE A 
9 HE C 
10 HE B 
A FE F 
B FE F 
C FE F 
D FE F 
E FE H 
G FE I 
I FE G 
FIGURE 25 PARTICPANTS IN THE STUDY 
Page 68 of 137 
 
 
3.23 Online interview procedure 
 
Previous work which influenced this consisted of a  larger more generalised research 
conducted at Further Education level towards  Masters by Research (Carr, 2010) and the 
results from the questions asked then and which were most informative helped in the 
creation of the questions in this research.  Some key findings such as the link between being 
a ‘gamer’ and considering the games industry as a career along with how the respondents 
in that research answered certain questions fed directly into this research. 
 
When the researcher conducted the research for this study there were 2 phases to how the 
sampling was completed: 
Phase one- the initial respondents to the study were sent the questions with the researcher 
knowing that additional questions could be added or others could be removed for those 
joining the study after these initial interviews.  While the initial participants would be included 
this would give the opportunity to alter the study as needed while in a ‘live’ setting. 
Phase two- the questions were kept as originally envisioned and the rest of the participants 
were recruited.  One participant had completed their degree recently but was decided was 
appropriate due to both their recent knowledge of Higher education and also their ability to 
answer questions in relation to the industry as they were working in the games industry. While 
this participant was given the general questions- they were aware as were the other 
participants they could leave any answers not relevant to them/ or which they were 
uncomfortable answering (or did not want to answer for any reason).   
 
A decision had to made on how many questions were sent per email (Bampton et al., 2013; 
Horrocks and King, 2010) as while the ability to ask a number of questions was a positive for 
the use of email interviews; it also had to be considered what would count as too many and 
also as questions were aimed to be answered in order if the participant answered out of 
order if this could affect the results.  Therefore the decision was made to split the initial 
questions into 3 emails and then based on these results further emails would be sent to 
expand on the answers.  There was a slight difference as for example the Further education 
learners were asked in relation to the possibility of studying a degree in the future and the 
Higher education learners were asked in relation to their Level 3 course but both FE and HE 
Page 69 of 137 
 
had an initial 15 questions which were the same for all respondents.  Below are the original 
questions (Figure 26) which were planned; in the appendix there is an example filled out 
questionnaire for both FE and HE and this shows how they altered slightly based on Further 
education and Higher education.  The follow up emails consisted of approximately 3-5 extra 
sets of questions dependant on the individual.  These follow up questions were in response to 
the original answers and were at times a query for clarification which this format of interview 
allowed for.  The participants were made aware that after a certain timeframe they would 
receive 2 email to 'chase' if they did not respond and then there would be an assumption of 
having removed themselves from further questions.  Unless the participant requested for the 
answers to be removed these would still be utilised in the study (the specifics of this are 
included in the participation documentation in the appendix).  The study was planned for 
approximately 6 months and had to be completed at an appropriate time when learners 
were available due to the large holiday during the summer months.  There was a technical 
issue in the later stages of the research which was discussed in the previous section. 
 
 
 Therefore to summarise: 
 Each learner completed a consent form and were given participation details 
 Each learner contacted the researcher directly by email 
 Each learner had an initial 15 questions which were sent via 3 emails 
 Each learner had follow-up questions based on the answers for the 15 learners 
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Initial Interview Questions 
1. 
Why did you choose games development/ IT to study at Level 3/degree (delete 
as appropriate)?  What appeals to you about this area?  Do you feel you have 
any personality traits that helped you? 
2. 
Were any careers suggested at school?- if yes, so which careers and by whom?  
Did this influence you at all? 
3. 
Did your family suggest any courses to take?  Did they help you choose the 
games development course?  What are their opinions on the course?  Did they 
suggest any careers? 
4. 
Did any of your friends suggest what career path to follow?  If so, did this advice 
influence you at all? 
5. 
What kind of job are you aiming for?  Why?  What do you plan to do to get that 
career? 
6. 
(FE only) Do you plan to take a degree?  If yes- in what subject and what do 
you hope to use the degree to accomplish? 
7. 
Did you take the L3 course/degree (delete as appropriate) because you want 
a career in the games industry?  If so- in which area (graphic design/ 
programming etc). ( If not covered in question 6). 
8. 
If you never considered the games industry before would you now consider it 
now that it has been mentioned? 
 
9. 
What qualities do you think are needed to succeed in the games industry? 
 
10. 
What are your hobbies?  Do you feel this/ these help or hinder your choice of a 
course and/ or career? 
 
11. 
Have there been and/ or do you think there could be barriers to your choices in 
course/s and career?  If so, what are they?  If in the past, how did you 
overcome them and if in the future do you have plans how to combat them? 
 
12. 
Do you think there is any gender bias in the games industry?  If yes and you 
planning to enter the games industry do you think this bias could affect you? 
 
13. 
Do you think you were treated differently for wanting to enter a games course 
because you’re female?  By school, friends, parents, college etc? 
 
14. 
Have you ever found any difficulties because you were interested in computers 
and/ or games and are female? 
 
15. 
What are your impressions about a female wanting to enter a games course, is 
there anything you would tell them? 
 
FIGURE 26 INITIAL 15 QUESTIONS DESIGNED FOR THE STUDY 
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Interviewing by email generally was a positive means of data collection.  The participants 
appeared to be from the perspective of the researcher (which the use of Subtle Realism 
allowed and so highlighted the appropriateness of this stance) open and honest and willing 
to discuss issues from the results.  This was shown by the detailed, self reflective nature of 
many answers and most startlingly that there were many similar results from a group who 
were divergent geographically (within the UK) and most had no contact with each other.  
Although to contradict the idea of divergence they were all linked by the homogenous 
nature of the study which “focuses on one particular subgroup in which all the sample 
members are similar” (Lewis, P., Saunders, M. and Thornhill, A. (2007), p232).  Therefore in the 
same way popular culture gives a context which for those from another culture would not 
have meaning; each had a similar context by being within the same demographic- age, 
gender and educationally wise (both subject and level).   
 
The use of digital communication was popular within the target group and could be utilised 
more freely than the spoken word by both the researcher and the participants.  It also gave 
an avenue to ask follow up questions whereas one interview would have not given the 
researcher a reflective period to decide on follow-up questions without having to schedule 
time consuming additional meetings.  The only notable issues were 1) a technological issue 
that meant for a short period emails were not being received by participants which was only 
solved due to a participant emailing to check when they would receive more questions and 
the re-sending of a number of emails (and the use of FaceBook) which was discussed earlier 
in this chapter.   2) Some participants not responding in a timely manner (not due to issue 1) 
and the negative side of the ability to give participants their own time of day or week to 
respond meant that the interview could be taken less seriously time-wise whereas an in-
person interview would not have suffered from this as long as the participants attended 
(Bampton et al., 2013).  On reflection, however, the researcher would have chosen the 
digital method again as the positives made this is a much more productive method for the 
type and nature of the research.    
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3.24 Data analysis 
 
A method to analyse the data was needed.  Considering that the data were qualitative and 
the researcher was concerned with the 'content' (Horrocks and King, 2010); the analysis 
would need to be from as Horrocks and King (2010) described a  more 'experience focused' 
approach.  Due to an interest in the patterns of similarity and difference this led to a 
thematic analysis being the most appropriate method of analysis.  The need to begin with 
certain a priori themes due to wanting to draw on previous literature and alter the required 
number of themes and subthemes  meant as discussed by King in Qualitative Organizational 
Research (2012) Grounded Theory was too prescriptive and IPA (Interpretative 
Phenomenological Analysis) would analyse each case too specifically while this research 
looked to develop the themes utilising the original pre-analysis by the researcher.   This meant 
Template Analysis was the most appropriate approach as it allowed for the flexibility 
throughout including the ability to code to as many levels as were deemed appropriate by 
the researcher however also gave the researcher a structure to be followed so these 
different themes were not missed while considering all the data. 
 
Horrocks and King (2010) discussed how Template Analysis allows for both 'descriptive' and 
'interpretative' decisions while coding and this rather than becoming separate identifiers 
meant the main themes, while a description, would allow that there was an element of 
interpretation by the researcher.  This was in line with the use of Subtle Realism as the study 
made the assumption that there is a reality "out there" independent of the research process 
while also accepting the researcher themselves had a perspective when analysing the data 
(Hammersley, 1992).   
 “As you seek to reveal patterns within your data and to recognise relationships 
between categories, you will be able to develop hypotheses in order to test 
these” (Lewis, P., Saunders, M. and Thornhill, A. (2007), p482) 
 
The researcher began by considering some a priori themes while completing the interviews 
and discussed this with their Supervisor as a check system.  This led to the  initial 3 main 
coded themes of 'Gender Concerns', 'Influence' and ' Emotive Language' (this was later 
developed to 'Positive Emotive Language' as further data was considered).  As further 
interviews were completed each of these main themes and the resulting subthemes 
developed  as the interviews were completed and the data considered in detail.  There was 
a startling similarity amongst respondents answers and the issues raised and this allowed for 
the template to be developed and these 3 original themes to be finalised.  Patterns began 
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to emerge within the responses and repetition between participants showed the saturation 
of data had been reached (Given and Saumure, 2008) as no' new or relevant information' 
was found with further participants.  Each of the 3 main themes were considered in relation 
to the playing of games (gameplay), the Games development course (education) and the 
Games Industry. These were listed as Educational, Gaming (industry) and Gaming (play).  
Each of these themes was analysed by coding the questions with 'descriptive coding' and 
these were linked to 'interpretive coding' (Horrocks and King, 2010) -examples from 
participant A and 1 are included in the appendix, and below the 'overarching themes' 
which were created into diagrams and  a series of matrixes.   
 
 
The Template Analysis was applied in a number of stages: 
 To begin the researcher emailed their initial general findings to their supervisor and 
integrated feedback prior to completing a template for a whole participant.  As an 
example the researcher had been unintentionally restricting themselves to a 'single 
dimension' of nested themes and once corrected were able to develop the sub 
themes to a much higher level.   
 The researcher then sent a full analysis of 2 FE and HE participants to their Supervisor 
who fed back.  The Supervisor generally agreed with the analysis with the exception 
that it was felt implicit knowledge from interviews needed to be clearer as could be 
confused with explicit knowledge if considered at a later date. 
 The researcher then regularly met and gave samples to their Supervisor to show a 
systematic approach throughout to ensure validity and reliability was obtained.  
 Finally after the data was fully analysed and after a period of approximately 6 months 
the researcher re-analysed all the data and compared this with the earlier results to 
place an extra check and showed the results to their Supervisor.  The results showed 
comparable and the researcher then began the analysis. 
 
 
To begin with 'Gender Concerns' was the largest theme and the researcher utilised 
Hierarchical Coding which included a number of sub-themes which each themselves 
represented a serious concern.  While the participants were female and therefore the 
concerns would link to their own gender (feminine) or in relation to males (masculine) it is 
important to consider that the issues were in relation to the socialisation of 'gender' and not 
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looking at for example simply how men behave towards women although this for example 
was a consideration within subthemes.  
The subthemes which became apparent were: the existence of stereotypes, personal 
immunity to stereotypes, the legitimacy (or illegitimacy) of challenging stereotypes and issues 
relates to misogyny/ sexism (see Figure 27 for a diagram representation). 
 
The researcher then utilised a mixture of a Template Analysis and Matrix Analysis (Horrocks 
and King, 2010) approach to the data.  To begin with was the use of the Matrix Approach 
which allowed the researcher to compare data sets and order each theme.  This was used 
simply to narrow down the data sets for the researcher and these were then used to focus on 
the main data which was analysed using Template Analysis.  As Horrocks and King (2010) 
state 
"In some studies, the optimum analytical strategy can involve a combination of 
matrix and template approaches" (Horrocks and King, 2010, p173) 
 Therefore for example in the 'existence of stereotypes' this would be considered in relation to 
the industry, education and gameplay.  So if a participant's (for example Person 1 who is 
included as an example in the appendix) answers showed they were aware of the existence 
of stereotypes then both the Participant number (1) and the question number (see Figure 28) 
would be included.  So if participant 1 discussed the existence of stereotypes in education in 
question 22 they would be listed as 1Q22 (see Figure 28).  The researcher then completed this 
table for their own research and utilised the results in Chapter 4.  
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FIGURE 27 GENDER CONCERNS AS A THEME AND THE RESULTING SUBTHEMES 
 
 
Nature of concerns 
Focus of 
gendered 
concerns 
Existence of 
stereotypes 
Personal 
immunity to 
stereotypes 
Legitimacy / 
illegitimacy of 
challenging 
stereotypes 
Misogyny/ 
sexism 
Educational 1 Q22 
 
   
Gaming 
(play) 
    
Gaming 
(industry) 
    
  
FIGURE 28 GENDER CONCERNS AS A THEME AND SUBTHEMES (THE USE OF A DATA MATRIX) 
Gender Concerns 
Educational Gaming (industry) 
Existence of 
stereotypes    
Personal immunity 
to stereotypes 
Legitimacy / 
illegitimacy of 
challenging 
stereotypes 
Misogyny/ sexism 
Gaming (play) 
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 The next theme which was apparent was 'Influence', that is how others influenced the 
participant linked to the 3 areas mentioned- educational, gameplay and the games 
industry.  This influence was important due to who the influence was from such as parents or 
friends and whether this influence was positive or negative.  One thing which the researcher 
noted when completing the analysis was that it was unclear which gender all those who had 
influenced the participant were and on reflection this was something the researcher could 
have asked during the interviews and would be an important consideration for future studies.   
Influence was an important factor because as discussed in Chapter 2 the extent and to the 
effect others influence has not been fully documented (Borkowski et al.,2002) but it is known 
to be an important factor in choice.  Linked to this was also the consideration of a 'back-
story' as discussed by Faulkner (2007) and Etzkowitz et al, (2000) as the discussion of a male 
influence for females in a male-dominated career showed a possible need to justify their 
position in a counter-stereotypical role.  Figure 29 is a diagram representation of the theme of 
'Influence' and Figure 30 again shows how a data matrix was utilised by the researcher.    
 
The last of these 3 main themes was 'Positive Emotive Language' which meant the use of 
emotive words such as 'Like' and 'Love' which had a positive connotation e.g. the participant 
was in favour of the discussed area.  Again this was looked at in terms of education, 
gameplay and the games industry.  This was an area which was significant as it was not one 
which the researcher had considered prior to the interviews.  While a positive response to 
hobbies was not surprising and enjoying a course or career may not be notable; what was, 
was the amount of this language, especially in an area seen as counter-stereotypical due to 
the male dominance and how many participants included this and how this was seen 
through all stages.  Even, for example, as was found many participants had suffered from 
serious verbal abuse on online games yet still there was a high level of positive language 
linked to the 3 areas again of gameplay, games course and games industry.  Unlike the other 
areas which linked back to the study in Chapter 2 there was no specific precedent for this 
theme and subthemes.  Figures 31 and 32 again show the diagram representation and how 
the data matrix was used. 
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FIGURE 29 INFLUENCE AS A THEME AND THE RESULTING SUBTHEMES 
 
Party who influenced (if gender included m = male and f = 
female) 
Focus of influence 
(green= positive and 
red= negative) 
Parent  Sibling Romantic 
Interest 
Peer Teacher 
Educational      
Gaming (play)      
Gaming (industry)      
FIGURE 30 INFLUENCE AS A THEME AND SUBTHEMES (THE USE OF A DATA MATRIX) 
  
Influence 
Educational 
Gaming 
(industry) 
Parent Sibling 
Romantic 
Interest 
Peer Teacher 
Gaming 
(play) 
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FIGURE 31 POSITIVE EMOTIVE LANGUAGE AS A THEME AND THE RESULTING SUBTHEMES 
 
Positive emotive language 
Focus of 
influence 
Enjoy Interest Love Like Want Passion 
Educational       
Gaming (play)       
Gaming 
(industry) 
      
 
FIGURE 32 POSITIVE EMOTIVE LANGUAGE S A THEME AND SUBTHEMES (THE USE OF A DATA MATRIX) 
 
 
 
  
Positive 
Emotive 
Language 
Educational 
Gaming 
(industry) 
Enjoy Interest Love Like Want 
Gaming (play) 
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Finally there were 2 other themes which were added as the analysis progressed which were  
'Personality Traits' and 'Subject Choice' - both of these were linked to traditionally masculine 
and feminine and as can be seen in Figures 33 and 34 were listed differently within the matrix 
than the previous 3 themes.  This was due to these answers tending to be linked to similar 
questions and the analysis looking more for how many traits were discussed for each 
participant.  As an example if a participant - X (there was no such participant) had 3 traits 
which could be considered traditionally feminine and 3 which were considered masculine 
within the matrix they would be listed as shown in Figure 33.  Similarly if this same participant 
had 3 subject choices which were traditionally masculine and 3 feminine this is shown in 
Figure 34.  It is important to remember that the matrix was only utilised by the researcher to 
narrow down the data and was not the main analysis.  By using this method the researcher 
could see how many of each trait for participants were included and the gendered choices 
in education participants made and so was able to see that due to the high percentage in 
both this was an area that the researcher included in their further analysis.  
Personality Traits 
Stereotypical choices (feminine) Counter-stereotypical choices (masculine) 
X3 
 
 
X3 
FIGURE 33 PERSONALITY TRAITS AS A THEME AND SUBTHEMES (THE USE OF A DATA MATRIX) 
 
Gendered choices in education 
Stereotypical choices (feminine) Counter-stereotypical choices (masculine) 
X3 
 
 
 
X3 
FIGURE 34 GENDERED CHOICES IN EDUCATION AS A THEME AND SUBTHEMES (THE USE OF A DATA MATRIX) 
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So to summarise a thematic analysis was decided on with the utilisation of Thematic Analysis 
to study the interviews from females on Level 3 and Undergraduate Games Courses.  Each of 
the participants answers from the interviews were analysed and the comments added to the 
answers were linked to themes (see the examples of participants A and 1 in the appendix).  
These were then coded into matrixes (so Matrix Analysis was used to a lesser degree) so to 
narrow down which areas should be focused on.  Once the matrix for each theme was 
completed and the researcher then had an idea where to focus their analysis the use of 
Template Analysis was utilised again as it was the depth of the data which was being 
analysed and not simply repetition.  The resulting information and analysis is included in 
Chapter 4. 
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3.25 Ethics 
 
The research had to be approved by University of Huddersfield  School of Human and Health 
Sciences – School Research Ethics Panel, (http://www.hud.ac.uk/hhs/research/srep/).  This 
meant that a proposal had to be sent which outlined the expected research. The researcher 
needed to confirm in relation to the age of the participants as a number of these could be 
potentially 16-17 and would these participants require parental approval.  The University of 
Huddersfield agreed that with approval from the individual educational establishments, 
described by Horrocks and King (2012) as the 'Gatekeepers', these learners could choose to 
take part.  An important consideration was that each learner was given the researcher’s 
details but it was their choice to contact the researcher and therefore their choice to agree 
to participate.  Every participant was given a participant form and a consent form (included 
in the appendix) and were made aware they only needed to answer questions they felt 
comfortable doing so and were able to remove themselves from the study at any time (until 
a final date later in the year several months after the completion of the interviews when their 
data would already have been analysed and so could not be removed). All participants 
were given the same (with a slight difference between Further Education and Higher 
Education) 15 questions and the follow-up questions were based on these answers so all 
participants began with the same interview.  The emails would be kept at an email address 
(phdstudy@live.co.uk) which was separate to the University of Huddersfield and specifically 
created for this research. Other than the researcher herself, only her supervisors would have 
access to this. 
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CONCLUSION 
 
The methodology and methods utilised in this study have been covered within this Chapter.  
Subtle Realism (Hammersley, 1992) was decided as the theoretical perspective, the use of 
email as an online qualitative interview method was decided (Bampton et al., 2013) and 
finally Template Analysis alongside Matrix Analysis (Horrocks and King, 2010) was decided as 
the method to complete a thematic analysis of the data.  The sample, recruitment, 
procedures and ethics were all discussed and any resulting issues covered.  In the next 
chapter the data from the study will be analysed and suppositions will be made which link 
into the final concluding chapter- 6. 
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CHAPTER 4- RESULTS AND ANALYSIS 
INTRODUCTION 
 
This chapter will look at the results from the original data collected for this research and then 
analyse this in relation to gender socialisation.  In specific it will consider how the answers 
relate to counter-stereotypical careers, traits linked to specific genders and educational 
choices linked to those usually chosen by gender.  The results will link back to Chapter 2 and 
how these answers may relate to other studies and then after making suppositions based on 
analysis will look forward to the concluding Chapter where discussions of how these results 
could be used for further research will be completed. This chapter will also consider the aims 
of the research and utilise the methodology and methods covered in Chapter 3.  
The results are from learners from both Further Education (participants noted by letters) and 
Higher Education (participants noted by numbers).  The study did not find any significant 
difference between FE and HE in relation to the answers taking into account personal 
experiences.  The only places where it did make a difference such as in Subject Choice prior 
to their degree (Higher education learners) or the area they were interested after Level 3 
(Further education learners)are noted within the specific themes.  Therefore while the original 
plan included comparing Further education results to Higher education, this was found to be 
inappropriate when considering the results and all 17 participants were analysed as 
Computer Games students.  
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4.1 GENDERED CONCERNS 
 
When analysing the interviews from participants a number of concerns linked to gender 
could be seen.  These were the existence of stereotypes, personal immunity to stereotypes, 
the legitimacy (or illegitimacy) of challenging stereotypes and issues relates to misogyny/ 
sexism.  Each of these areas were considered and focused on whether they effect games as 
play, education or industry.  Figure 28 shows each of the areas which were studied in relation 
to the data from the interviews. 
Nature of concerns 
Focus of 
gendered 
concerns 
Existence of 
stereotypes 
Personal 
immunity to 
stereotypes 
Legitimacy / 
illegitimacy of 
challenging 
stereotypes 
Misogyny/ 
sexism 
Educational     
Gaming (play)     
Gaming (industry)     
FIGURE 35 GENDER CONERNS AS A THEME AND SUBTHEMES MATRIX 
 
To begin in relation to gender concerns is included the rather startling comment below by 
Participant C.  Which begins with a level of sexism and yet ends with the request for males 
and females to be 'treat[ed] the same'.  This is an important comment as while many of the 
participants had suffered gendered abuse be that from gameplay, a games course or linked 
to the industry one thing was highlighted throughout.  These women wanted to remain, 
wanted to work in the games industry (or a related field) and wanted to continue in a male-
dominated area. 
'Yes people think i am lying when i tell them i am on a games course. 
They don't believe me because i am a female. I think male and female should 
be treat the same. .....from male friends' (participant C) 
 
Page 85 of 137 
 
4.11 Existence of stereotypes 
The participants generally showed an awareness of the stereotypes of females in relation to 
games in gameplay, courses and within the industry.  While many of the responses linked into 
the other areas such as 'personal immunity' and 'misogyny/sexism'; the answers were of 
interest here as while gender was not always mentioned by the participants until specifically 
included in a question; the learners would then be able to discuss the subject in some detail.  
While this could also link to denial, there at times seemed an automatic reaction to not 
mention gender until the interviewee discussed the issue and unlike the issue of challenging, 
this was more an assumption of the existence of stereotypes, however the participants were 
unaware they held this assumption.  An almost 'flippant' view of 'yes of course' in relation to 
male-dominance in the area was noted by the researcher and more importantly an 
assumption that 'gender bias' would automatically mean something more serious such as 
sexism towards women and so while the participants were aware that it was an area 
dominated by men; there was not always a link between the reality e.g. not many women 
being a part of games, the course or the industry and how they perceived the issue related 
to this.   
 
Could this link into Walkerdine's (2007) view of girls during gameplay who purposefully 
changed their gameplay to remain in society's norm and behaved in a 'passive' way.  
Therefore the women were concerned with not being seen as too 'active' and in following 
what society expects from females.  As long as they could distance themselves by 
considering anything which is not seen as 'serious' concerns such as sexism there was nothing 
to be concerned with.  For instance participant B stated how there was no bias but it was 
simply an area dominated by men.  However went on to discuss how 'females' should not be 
discouraged and how she was treated equally by the 'boys' which is 'great'.   This idea of 
'being treated equally' showed an awareness that she may not have been treated fairly and 
the term 'great' suggests almost relief there was no issues.  Therefore she may have entered 
the course with the possibility or even assumption of bias and due to finding none changed 
her view perhaps. 
'I don't feel the game industry is gender bias,However it is a common fact that it is 
male dominated,but I don't think that shoud discourage females,I already work in 
a games class with all boys and am okay with this because I feel treated 
equally,which is great.' (participant B) 
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The main area which seemed more of a concern for participants in relation to stereotypes 
was in gameplay.  This stemmed from playing but also how these stereotypes in games linked 
back to the choice of games as a career.  Consider how Participant 1 discusses how female 
avatars present a negative impression to females in gameplay: 
 
'A cycle exists where big companies give a far smaller budget to games with 
female protagonists, and then say that there’s no point in making them when 
they don’t sell well in a market that’s already heavily saturated with video games 
targeted towards men, in which many women only exist in a sexualised form. They 
haven’t even given a level playing field to compete in the first place, so unless 
big companies give women the equal representation they deserve, then it’s 
unlikely that this bias will change.' (participant I)  
and 
'It’s not that females aren’t allowed, or don’t, enjoy these games, but they’re just 
not completely focused towards a neutral gender.' (participant G) 
and the causal effect of this being a women would not feel represented and not choose 
the games industry as a career 
'This then causes less women to see the games industry as a viable career choice 
when as a media form it doesn’t have their representation. It’s hard to envision 
yourself creating media that’s general sole focus is towards men.' (participant I)  
Consider as discussed later in this chapter nearly all participants considered a need to play 
games to choose a games course.  This showed a serious concern if in general women were 
not playing games due to not feeling represented.  As participant 10 states which mirrored 
nearly all the participants of this study: 
 
'Defiantly a link between playing games and choosing a games based course, 
you develop a passion and interest in games from playing, and start to aspire to 
want to create your own.' (participant 10) 
Participant 10 also made a further link which was suggested by other participants but 
explicitly made by this participant that the reason women were not choosing the games 
industry was that the perception of games did not include those which have a higher 
percentage of women (IAB, 2012). 
'I would say games which are casual facebook kind of games generally don't 
encourage people as much to want to join the industry as much as games that 
have taken years to develop. More women than men are said to play casual 
games, so maybe this is why fewer women are encouraged to join the industry?' 
(participant 10) 
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Finally in the area of 'existence of stereotypes' a statement made by Participant E.  When 
asked a question in relation to barriers her answer was in relation to others making comments 
linked to her gender and with games development as a course and career; she was 
questioned who would use her gender as a barrier and her response showed how the views 
were from multiple sources and linked back to the idea that as there were so few women in 
the industry females would receive negative comments which showed the existence of 
stereotypes was a far-reaching one.  This is an area discussed further under 4.2 Influence. 
Basically in general. peers adults even people who are online and gaming with 
me. i think its because women aren't that common in the games industry. 
(participant E) 
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4.12 Personal immunity to stereotypes 
When asked about gender issues relating to the higher percentage of males than females in 
the games industry a large percentage of participants answered indicating that either there 
was no issue now or they personally would not find an issue (a personal immunity).   
'There is alot of gender bias out there being a girl. entering the games industry yes 
there could be bias opinions but i dont think itll affect me'. (participant E) 
 
This was interesting as this hinted at an almost self denial of the implications of being in a 
counter-stereotypical area.  There could be a number of reasons for this, as an example all 
the participants were in the minority  
'infact i am the only girl in this year to have taken it in my college.' (participant E) 
on the course and many participants suggested that generally they had no issues with 
males; therefore to allow themselves to remain in a male dominated area they could have 
been justifying this by showing it was no longer just a career for men and so that there would 
be no friction caused by crossing into what is deemed as a gender inappropriate 
occupation (consider as a counter-balance how men felt the need to justify their masculinity 
in a female-dominated occupation (Korek et al, 2014).    
 
While a number of participants saw the games industry as a male dominated career which 
could have issues but not effect themselves; this also showed a thought of their own position 
in relation to the career (e.g. a female in the career) unlike a man who would not need to 
consider their own position.   By denying there were any/ or no significant gender related 
issues that could affect them; could they be considering themselves as 'the other' vs. the 
industry in the sense that the women needed to prove their worth due to 'doing' their gender 
(Risman, 2004; West and Zimmerman, 2009) not due to themselves as an individual.  
'Some, I think, but not enough to worry about. As long as I can prove I'm as 
capable as anyone else, I should be fine in the industry.'  (participant 2) 
As an example above 'someone else' would suggest in the context male colleagues and 
therefore participant 2 was suggesting bias is only due to women actually being inferior in 
the career; rather than being what could be considered a negative misogynistic view arising 
from the workplace itself where a female employee must be seen to be as capable as all 
men.   Linked to this several other participants discussed issues in relation to their gender and 
being  in the industry and the general response as participant 2 was in relation to their own 
work and having to prove themselves as capable enough compared to males and therefore 
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having to successfully 'do' gender in a context which was counter-stereotypical to the 'norm' 
(Butler, 2006) in relation to careers and did not consider this itself was a bias where the 
women had to prove themselves against 'men' as a generalisation and not as an individual.  
As shown below: 
'Sometimes I think being female can lessen my chance in the gaming industry of 
having my ideas listened to! To combat them I've just got to work hard and show 
people!' (participant D) 
and consider from Participant 7: 
'Although I will never try and downplay my skills and oversell my gender, I feel that 
it is  something that will at least at current times whilst the number of females in 
the industry is  small give me an extra foot in the door to get noticed. After that, it 
is up to me whether the  skills are there underpinning that. That is something I will 
have to make especially sure of as  it could in fact be negative to stand out if the 
quality of work was average.' 
and also from Participant 7: 
'Once into a role, I think that again it could mean that as a female it may be 
more pertinent to appear competent at all times and show your worth for people 
to give the respect deserved and avoid stereotyping.' 
The main thing to consider is the last sentence here.  Participant 7 had discussed how being 
female could mean she gets noticed and so could get her' 'foot in the door'.  However 
consider her last words about any 'average' work being negative.  Therefore a pressure for 
work to always be better than average.  Would  a male counterpart in the career expect to 
always be above average as the term itself shows a general standard; it does not say below 
average. 
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4.13 Legitimacy / illegitimacy of challenging stereotypes 
'Sometimes it's difficult, particularly being a women in the industry. Video games, 
and video game courses tend to be predominately male, and while the gender 
of others has never been an issue for me, you can sometimes feel a little isolated.' 
(participant 8) 
This comment from participant 8 mirrored the way other participants discussed not having 
any or not many friends and the way they discussed their placement within their courses and 
as participant 8 stated 'gender of others' therefore the suggestion she was able to succeed 
as she could work as equally with men as women.  There was a suggestion by some 
participants of having to either forget about your gender (female) or accept a certain 
isolation and expect a certain ridicule if they behaved in a traditionally feminine way. 
'The fact I'm not a girly-girl I think would help too, since wherever I go to work 
would class me more as 'just another of the guys' than 'something oggle when 
they walk past'.' (participant 2) 
and consider the comment below from Participant I in relation to her course.  Could the issue 
be what is accepted by the females in question.  For example the comment below does not 
say these comments are directed at her specifically and so could it be an issue of what 
behaviour females except from male peers.  (That is not to suggest the comments below 
were acceptable or in any other circumstances would be; but to suggest others may not 
highlight these incidences as they consider them the 'norm' within a male dominated 
environment). 
'I myself have encountered this within college where I’m the only woman in the 
classroom and had to deal with sexist and rape “jokes” and such like that are 
generally considered banter that are actually highly unacceptable and 
disgusting to have to hear on an almost daily basis.' 
Therefore the above comments mirrored the need of some female engineers who felt they 
had to take on attributes of men (Bagilhole et al, 2009; Smith, 2013) become almost 'anti-
woman' (Bagilhole et al).  Consider how the females on the course felt isolated and not 
being a 'girly-girl' meant Participant 2 felt would help her in a male-dominated area.  Similarly 
a number of participants discussed any show of femininity were met with pejorative 
comments. 
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Another suggestion made by some participants for the bias towards men was a lack of 
interest by women: 
'Im sure there is a small amount of bias, but possible its more lack of interest in 
games from women' (participant 9) 
and this linked back into the idea suggested by several participants that the reason women 
had not been interested in a career was because games had not been created with female 
consumers in mind and as discussed in section 4.1.  However here it is included as it is a 
suggestion that some participants considered that games were the issue; however could this 
lack of interest be due to games not being made with women in mind (Ray, 2004) and 
therefore it is the stereotypes within games at fault perhaps not the players.  this could also 
link into the suggestion that without playing the games females would not be interested in 
the career as nearly all participants felt there was a link. 
 
Many participants understood the issues the effect of these stereotypes had on women's 
perceptions of females joining a games course.  As  Participant C discusses in relation to other 
women joining games courses: 
'I would tell them to go for it and prove the males wrong! Women should be equal 
and shouldn't get treated different.' (participant C) 
which showed an awareness of male negativity and as Participant C says 'should' be equal 
which suggests she is aware they are not always.  A common response such as from 
Participant 5 suggested more females should be on the games courses.  She then discussed 
how other's perceptions could make less females join the courses.  This is interesting as most 
participants similarly suggested more women apply but then explained how this could be a 
factor against the negativity and so within these statements showed the knowledge of 
stereotypes and suggested ways to counter this without possibly explicitly realising this and so 
the answers were more in line with  
'I would tell them to do it. If they get put off by someone telling them they can’t or 
shouldn’t then it will just make the gender bias worse' (participant 5) 
Therefore challenging the stereotype but almost in an implicit way by suggesting if there 
were enough women the stereotype would not exist. 
'there are allways people saying things like your a girl and such why do games 
development but i enjoy games and creating  things.' (participant E) 
Similarly the statement by participant E showed how she would persistently be told not to do 
games development yet still carried on thereby challenging this stereotyped view. 
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In relation to gameplay Participant C interestingly had an issue with women refusing to show 
their 'like' of games and showed how she challenged how women themselves behaved. 
'I think it's mostly males because males prefer to play and design games rather 
than females. But I don't agree with that some girls even pretend they don't like 
playing games just because there scared to get labelled as been a Tom boy.' 
(participant C) 
 
Finally several participants suggested the stereotypes may be due to games being made 
solely by men and so as Participant B suggests: 
'the writing side of it,I feel games have always been deisigned by males for males. 
If you could have more stories to a wider audeience that would be great,this is 
why we need more females in the industry.' (participant B) 
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4.14 Misogyny/ sexism 
Linked into misogyny several participants also had concerns as at times they could be seen 
as more of a romantic interest rather than a peer or seen as an oddity due to their 
uniqueness as the only or one of the only females on their course.  This highlighted their status 
as the female on the course.  
'When I first started university I had a few people from the course come up to me 
talk to me a lot, found out I had a boyfriend and stopped talking to me.  I didn’t 
realise why until some other friend had informed me. This was more annoying than 
difficult' (participant 5) 
and this linked to the issue Participant G experienced within gaming; consider the second 
comment by this participant and how others in her experience considered a link between a 
woman playing online and links to their personal life and being accused of 'being a flirt'.  
Consider how in both instances the female became a sexual object (Ray, 2004).  However 
unlike the direct abuse of participant G; participant 5 and others considered their status 
within a male dominated area as simply 'annoying' whereas consider they were being 
ostracised and only being included due to their gender and position as a sexual object.  
'Online, however, I found the opposite of real life. There has always been a 
difference stigma towards female gamers. I’ve experienced sexist comments 
from males just for being interested in something that is regarded as ‘masculine’. 
A female gamer online, gaming or just on the internet, is deemed as an 
‘attention-seeker’ and you can be expected to receive a string of 
derogative/misogynistic terms and expletives following, which again I found to be 
ridiculous claims about sexuality because of an interest I had.' (participant G)  
and expanded on... 
'Typically, yes, homosexuality is the first thing girls in my school assumed when you 
said you liked to play video games. If not, then online, female gamers are 
deemed as promiscuous and flirty, ‘attention-seekers’ and the like. Even though 
there’s nothing wrong with being homosexual, or even being a flirtatious person, 
the two come up a lot when thinking of female gamers online and in real life. On 
the flipside, no one assumes the sexuality/promiscuity of males just because they 
play videos games – there is certainly bias both online and in real life towards 
female gamers.' (participant G) 
 
To develop the issue whereas conversely linked to the industry many participants denied 
issues could affect them; in gameplay there seemed a high percentage of misogynistic 
abuse which at times could be taken as verbal assault.  The participants discussed in detail 
how it was almost expected as a female to be verbally abused if you chose certain games 
and some participants discussed either limiting who they played with or including a male to 
protect them.  This was startling as it showed a distinct difference between those who played 
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and those who made the games in the views of participants in the study.  While they showed 
an almost defensive reaction at times to suggestions of bias in the industry the participants 
saw the abuse suffered in gameplay as a separate issue.  This was a significant finding and 
one that could have a large impact on any future aims to hire more women into the games 
industry.  The participants discussed their abuse in terms which seemed almost dismissive at 
times while describing incidents which were distressing (such as strangers asking for 
unclothed pictures) and abusive and included incidents from previous years.  Included 
below are several to show how these incidents were discussed.   
'I think my earliest memory of being treated differently in a game because of my  
gender was when I discovered online games such as runescape; there were a 
few instances where other players would find out I was a girl and instead of 
wanting to play with me, I would be harassed for nude photos or my contact 
details or to roleplay having sex with them. These things did ultimately put me off 
playing online games or multiplayer games with strangers, even now I only really 
play online with people I don’t know if I am playing with friends or my boyfriend.' 
(participant 1) 
 
'Hmm, whilst playing online it's usually a case of shock that female are playing 
and playing well. If anything the issue would be harassment because we tend to 
get sent messages and friend requests from random gamers in our matches. 
Some can be quite persistent in gaining some kind of response.' (participant 4) 
 
'When I’ve been playing games online I have often had people say stuff to me 
about me being female. This has been difficult.' (participant 5) 
Participant 9 for instance described as the 'only difficulties': 
'The only difficulties I have being a female gamer is on multiplayer online games. 
For instance ‘ call of duty’. If it is discovered I am female I get either 2 responses. 
Vebial abuse to the point where I have to leave the lobby.  Sometimes it is 
impossible to actually play with physical in game bullying. Or I get message after 
message of a sexual nature. Some days are quite unpleasant.' (participant 9) 
Participant 9 later discussed how she liked to play Call of Duty online with her friends.  
Which suggested she had to hide her gender to be able to play without harassment.  The 
general response was that while they had suffered abuse they still played games (though 
at times these were limited).  Similarly nearly all participants also discussed a link between 
gameplay and choosing a games course and discussed games in positive terms.  The 
suggestion that a female would expect to be attacked for playing a game online due to 
their gender  highlighted perhaps reasons why certain genres are not played by females 
as much as men and also why as the participants saw a link between gameplay and 
choosing the course/ being a games designer, why many females would never consider 
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this area.  It is not the counter-stereotypical views of the career itself but an extreme 
negative reaction in the hobby which has a direct link.   
'You only have to look at things like the Xbox conference at E3, where there were 
no games with female protagonists, or this twitter post 
[http://femfreq.tumblr.com/post/52673540142/twitter-vs-female-protagonists-in-
video-games ] and the backlash it got from males  to see that there is a horrible 
bias present wherein women are too often pushed aside or not considered a big 
enough demographic to appeal to despite the obvious large amounts of the 
female population that do enjoy video games' (Participant I)   
 
Interestingly and worryingly this trend could be seen in the context of the recent 'Gamergate' 
scandal (Hathaway, 2014).  A number of high profile females including Zoe Quinn and Anita 
Sarkeesian (who was the person discussed in the comment from Participant I above but prior 
to 'Gamergate') were subject to a high level of abuse for either being or discussing the 
games industry by players of games.  This abuse was from men (or at least appeared to be 
men) and included threats of personal attacks including rape.  Note the interviews 
conducted by the researcher were prior to this scandal however the comment from 
participant 8 (who works in the industry after recently completing her degree) was 
particularly appropriate. 
'Even if you write a blog about games, if someone finds out you are a female you 
can sometimes suffer abuse about your looks, how long you've been a fan of 
games, maybe even get called a 'fake.'' (participant 8) 
 
Many in the industry itself (including many men) supported the victims of 'Gamergate' and 
were seen as a supportive force against the abuse which was from those who played 
games.  What makes this startling is based on earlier research those who saw themselves as 
gamers considered the games industry as a career (Carr, 2010) and the link between 
gameplay and choosing a course with a link to the career was shown in this study.  There has 
always been a stereotypical view of the 'gamer' as a white male and while this could be 
seen as a little outdated and more as seen as linked to the main demographic of those 
playing games; recently vocal online voices seem to suggest this core demographic of 
'gamers' is aiming to exclude women.  Therefore due to the level of abuse to other female 
players and to females in the industry both what image is this portraying to females and how 
is this effecting the intake to the industry.  Consider the comment from Participant 8: 
'The gaming community is often unkind to female players, and as such I can 
whole-heartedly understand why females rarely see the game industry as a viable 
career.' (participant 8) 
and from Participant 1: 
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'but I get the sense that women are subjected to not getting the credit they 
deserve a lot of the time or are treated differently, perhaps not so much by co-
workers, but by the gaming community as a whole. If this wasn’t a thing then so 
many women in games wouldn’t currently be trying to make a change' 
(participant 1) 
 
Is this extreme negativity towards female in certain online games causing an effect directly 
to the industry?  Consider the below comment by participant I who suggests that in the 
industry itself males may act in a sexist manner, however unknowingly' as she suggests and 
shows a link to the games made themselves.   
'I imagine that within the games industry as a woman it’s also hard to have to 
deal with working in an environment that is almost solely composed of men who 
may think or act, however unknowingly, in sexist ways with regards to their 
conduct at work as well as the actual products they are creating.' (participant I)  
 
However to consider the argument fully it needs to be clear that as online posters tend to be 
anonymous; those verbalising threats may be a minority.  This is important as could this 
minority itself be in reaction to the counter-stereotypical socialisation of what society 
believed was appropriate- e.g. both what career genders should follow but also how each 
gender should act; consider how engineers acted towards females who were too masculine 
(Garcia, 2003, Guerrier et al, 2009, Denissen, 2010).  Is this scandal all a reaction to females 
encroaching on what is traditionally a male domain and so a reaction to the counter-
stereotypical career and area they are following.  It may be important to note the 
participants in this research were interviewed prior to the scandal.  The researcher could only 
speculate if this would have changed the view of any of the participants who saw the 
games industry as a positive career where either bias was no longer an issue or not to them 
personally (although as discussed this itself could be a denial which allows females to follow 
a traditionally masculine route). 
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4.2 INFLUENCE 
 
This section shall consider how generally the participants had a strong support structure, of 
those who had negative influence the overwhelming theme was one of not accepting and 
combating this view and one notable thing was that similar to the 'back-stories' from 
engineer and those from I.T. (Faulkner, 2007; Etzkowitz et al, 2000) a number of the 
participants had positive 'back-stories' involving male family members.  Figure 36 shows the 
matrix utilised by the researcher as discussed in Chapter 3. 
 
Party who influenced (if gender included m = male and f = 
female) 
Focus of influence 
(green= positive and 
red= negative) 
Parent  Sibling Romantic 
Interest 
Peer Teacher 
Educational      
Gaming (play)      
Gaming (industry)      
FIGURE 36 INFLUENCE AS A THEME AND SUBTHEMES MATRIX 
 
A high level of participants had support (while not always specific to the area of games, 
there was a general level of support for the participant themselves) from those who were 
considered an influence- such as parents, romantic interests, teachers and friends and this 
support structure seemed to be an important factor.  There was no one specific influence 
and while there were a high number of male influences; a number of participants discussed 
a strong influence from their mothers.  
'I've always been on a good straight path in education and my mum knew that 
whatever I did I would do my best at. I grew up with games with my two older 
brothers so of course they supported my decision and really enthuse me about 
my projects. ' (participant 4) 
and 
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'My friends suggested I do something I like,they didn't give me a particullar 
suggestion.' (participant B) 
and 
'My family have always been hugely supportive in what I've wanted to do. My 
parents know a little about video games and my Dad works in an industry which is 
heavily reliant on technology and so they understood my career path well. They 
sat down with me and looked through the disadvantages and advantages of 
each course and we talked about it a lot beforehand' (participant 8) 
and 
'My mum helped me pick a course out she thought of this one because it seemed 
fun and would be a challenge to me because I had never done 3D modelling or 
half of the stuff I am doing. My mum is really happy i'm on this course because she 
knows that I enjoy it. She has been really supportive with everything. My mum 
wouldn't suggest any careers to me because its up to me she would of supported 
me in whatever I had chosen' (participant C) 
 
Could this be a way to counter the belief in gendered careers- as this support would mean a 
male or female could follow a career which is counter-stereotypical to their gender without 
fear of derision from those closest.  While not everyone thought they were following the 
correct path, there were in the main no extreme results in the negative and influence can be 
a strong factor in choice (Borkowski et al., 2002).   
 
For those participants who did suffer negative influences such as derision their responses 
tended to be ones of reacting against those comments/ combating.  I have included a 
number below to highlight how this negative influence had an opposite effect.  Could this 
link into the personality traits discussed later in this chapter which seemed to follow a mixture 
of stereotypically masculine and feminine traits. 
 
'School, I got picked on a lot by other girls and sometimes men for having an 
interest in games, because in their eyes they were simply 'not for girls.' But to be 
honest, my love for games just got stronger because of that. :)'(participant 8) 
 and  
'I think one of the reasons I chose this course was because whenever someone 
told me I shouldn’t/ couldn’t do it for reasons that didn’t make sense. It made me 
want to do it just a little bit more. It wasn’t the main reason though. I mainly 
wanted to do it because I enjoy games and are interested in the games industry. 
'(participant 5) 
and 
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'I would tell them to keep going and to aim to prove wrong every person that 
ever told them that they weren’t good enough just because they are female.' 
(participant I)  and 
 
'There are certain barriers by which I am considered not good enough merely 
because I’m a woman. I aim to prove them wrong by succeeding within the 
industry and perhaps then inspiring others to do the same.' (participant I)   
 
 
A high level of participants had a positive male influence such as brother, father or 
boyfriend.  There were a number of participants who discussed playing games with these 
influences and their back-stories mirrored those in engineering and IT (Faulkner, 2007; 
Etzkowitz et al, 2000) and showed a reason behind choosing the subject which taking the 
studies previously as well as the new research suggests the women feeling the need to justify 
their choice.  Not simply my brother suggested but explaining how and showing why they 
would choose a male-dominated area.  These stories are included to show how these 
participants were heavily influenced by male family members but also how these 'back-
stories' seen in other women in counter-stereotypical male careers showed a link between 
women in different occupations but all male-dominated. 
'it will probably be down to me growing up with 2 older brothers and male family 
members. In our house and when visiting family we would always be crowded 
around a TV playing games, this is from a very young age.' (participant 4) 
and 
' I'd been interested in the art side of Game Development ever since playing 
Heroes Might and Magic III with my brother when I was in primary school' 
(participant 10) 
and 
'I began playing video games aged 10,with my older brother,he was the one with 
the consoles. I never felt I was much of a gamer,However,I was a fan of video 
game arcades and owned a replica of a game boy,with a black and white 
screen.' (participant B) 
and 
'I guess compared to some other girls I've had quite a lot of influence from my 
brother because we got on really well when we were younger. Since I was the 
younger sibling I wanted to be like him, and he happened to be into games 
whether it be on the computer, board or imaginative. I discovered my love for 
games too so we both encouraged each other' (participant 10) 
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4.3 POSITIVE EMOTIVE LANGUAGE 
 
Within this section the use of 'Positive Emotive Language' will be discussed.  The use of these 
words was throughout the participants and when considering that those on the study were 
following a counter-stereotypical role and many had suffered some kind of abuse due to 
their gender (especially online) this continual use of Positive adjectives showed both an 
emotional connection to the area of games and with this the course and career; but also 
the ability by the participants to be positive even against at times extreme negativity.  Figure 
37 was the matrix utilised by the researcher as discussed in Chapter 3 and show the main 
word use. 
Positive emotive language 
Focus of 
influence 
Enjoy Interest Love Like Want Passion 
Educational       
Gaming (play)       
Gaming 
(industry) 
      
FIGURE 37 POSITIVE EMOTIVE LANGUAGE AS A THEME AND SUBTHEMES MATRIX 
When discussing their reasons for playing games, joining a course and wanting to be in the 
games industry a high percentage of what could be considered 'positive emotive language' 
was included.  The reason the researcher has included this as an area of study is while an 
interest and possibly the liking of an area would seem appropriate for a career.  The 
abundance of terms such as 'Love, 'Want' and 'Passion' suggested that the area of games 
was almost a necessity for the participants and not simply a means to making money.  The 
participants discussed a love/ passion for gameplay (even when a high percentage had 
been abused online due to being female).  When asked the participants saw a link between 
gameplay and choosing the course linked to making the games as a career rather than a 
hobby and had an assumption that those joining a course must play (and by association like) 
games.  This was especially of interest as this link between hobby directly into career is not 
one which is relevant for many careers and so suggests an area which could potentially 
entice more women but solely in relation to this career in particular and not due to it being a 
counter-stereotypical career.  Specific quotes are not included as the word use was 
common throughout the interviews but as discussed Figure 37 shows the main words. 
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' I don’t think that anyone who had never played games would choose a games 
course' (participant 3) 
'Yes, if you didn’t have an interest in games it would be difficult to create fun and 
interesting games.' (participant 9) 
'there is a link in my opinion- for example with me playing games made me 
choose a course as it got me interested in how they are made' (participant A) 
'There is a link because you would have to be interested in something to want to 
do well in it' (participant 5) 
'My hobbies are mainly writing, drawing and playing video games, and I think the 
knowledge of games that comes from playing them is definitely something that 
helps in the choice of a course because usually since you’re interested in that 
that then leads you to wanting to know how they’re made and then thinking also 
that maybe you could also make them' (participant I) 
 
 Above were indicative of the responses by participants when asked if there was any link 
between games and games course.  This seemed an avenue of further research as could this 
be a reason for the participants to be choosing this particular counter-stereotypical career; 
that the emotional response was more significant than any social barrier? 
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4.4 PERSONALITY TRAITS  
 
FIGURE 38 DIAGRAM OF PERSONALITY TRAITS AS A THEME AND SUBTHEMES 
 
Personality Traits 
Stereotypical choices (feminine) Counter-stereotypical choices (masculine) 
 
 
 
 
FIGURE 39 PERSONALITY TRAITS AS A THEME AND SUBTHEMES MATRIX 
 
When considering gender socialisation and counter-stereotypical careers it is important to 
consider those traits that are considered linked to a specific gender.  As an example 
ambition is seen as masculine and team-work is seen as feminine.  Within personality traits the 
researcher listed ambition as a masculine trait linking it into 'competitiveness' (Bobbitt- Zeher, 
2011; Chan et al, 2010; Faulkner, 2007; Garcia, 2003; Sang et al, 2014)ambition?- wanting to 
win// (Walkerdine).  This is important as this then links to what are seen as gender appropriate 
Personality Traits 
Stereotypical 
choices (feminine) 
Counter-
stereotypical 
choices 
(masculine) 
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careers.  As Garcia (2003) and Guerrier et al (2009) discussed this means those who 
transcend those barriers are then penalised and treated negatively in response to not 
following a predefined gendered pathway.  Traits which are considered masculine are both 
ambition and the ability to cope with stress- both which were listed by a number of 
participants.  In opposition they also noted both team-work and communication which are 
seen traditionally as feminine traits.  Therefore an amalgamation of what are seen as both 
masculine and feminine.  When queried many participants did not see any of the traits as 
male (or in fact female) and perhaps this itself is an unconscious denial to remove 
themselves from considering they may be transgressing society's gender divide. 
As an example participant 5 listed as her personality traits (which included traditionally 
masculine as well as feminine traits): 
'Ambitious, introverted, indecisive, analyicial.' 
and asked if she considered any of these male or female traits answered: 
'I don’t think they are connected to either. As far as I know.' 
 
This showed throughout both the Further Education and Higher Education that learners had a 
mixture of what could be seen as masculine and feminine in the same ay women in 
engineering needed to balance the two and how in IT  ‘a technical/social dualism’ 
(Faulkner, 2007) was promoted in the changing technology society.   
 
A number of participants discussed needing to be 'thick-skinned' (participant I) and this 
phrase also showed links to the high level of ambition the participants had to succeed in the 
industry.  There seemed to be a focus on career and as Simpson (2004) discussed 'masculine' 
qualities which were shown as ability to 'cope under stress' which a number of participants 
included within their traits and also suggested an amount of competitiveness which was 
shown as one of the qualities women were lacking in and therefore could be excluded from 
managerial roles roles (Bobbitt- Zeher, 2011; Chan et al, 2010; Faulkner, 2007; Garcia, 2003; 
Sang et al, 2014).  As participant G stated: 
'As a female, I think that at certain points in my career, I feel I may not be taken 
seriously simply because of my gender, or perhaps I may not be trusted to take 
the role of a lead say, over a male team. The may be irrational thoughts, 
however, as I have never experienced these within a games design learning 
environment .' (participant G) 
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4.5 GENDERED CHOICES IN EDUCATION  
 
FIGURE 40 DIAGRAM OF GENDERED CHOICES IN EDUCATION AS A THEME AND SUBTHEMES 
 
Gendered choices in education 
Stereotypical choices (feminine) Counter-stereotypical choices (masculine) 
 
 
 
 
 
FIGURE 41 GENDERED CHOICES IN EDUCATION AS A THEME AND SUBTHEMES MATRIX 
A high percentage of the Higher Education results showed a link to art as a subject; this 
references back to Chapter 2 that showed subjects such as art were seen as a subject 
chosen far more by females (Telegraph 2013; Pearson, 2012).  Interestingly the choice of art 
developed into 'modelling' (3D modelling) and other more technical subjects in a number of 
cases and could lead to the supposition that the learners were limiting their subjects 
previously (whether consciously or by design linked to gender choice).  When considering 
Gendered choices 
in education 
Stereotypical 
choices (feminine) 
Counter-
stereotypical 
choices 
(masculine) 
Page 105 of 137 
 
the subjects previously studied by Higher education learners there was similarly a mixture of 
what could be seen as traditionally subjects studied by both males and females.  This area 
was only relevant to Higher education learners as the Further education participants had 
chosen the Games course at Level 3. 
However when considering careers a number of participants in both FE and HE  considered 
art linked to the games industry however interestingly a number had moved from this to 
technical subjects such as 'modelling' and level design which are themselves careers which 
are traditionally held by men and utilise technical skills which are seen as masculine 
attributes.  Here comes an interesting pattern- wherever a career linked to a masculine 
pattern such as 'level design' or 'modelling' was discussed, another which could be seen as 
feminine was also included.   
' I’m not entirely sure what I’m aiming for at such an early stage, but I do very 
much like the idea of level and environment design, I would be happy working in 
a small team because I think I would like the chance to work on several parts of 
the artistic process, including concept, and the creation of my own and others 
concepts' (participant 3) 
'something art based that involves concept art and/or modelling and texturing' 
(participant 1) 
Could this be an unconscious need by the participants to conform to the 'appropriate' 
career based on the gender lines created by society's expectations.  As males (Simpson, 
2004) altered their own careers to incorporate the masculine and redefine their masculinity; 
are the female participants aiming to incorporate discussion of feminine appropriate careers 
to counter-balance the areas which they are in fact following to give a newly created 
career that allows a female to remain in what society would see as an appropriate feminine 
career and therefore not have to remove themselves into a struggle against those same pre-
defined constraints. 
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 CONCLUSION (AND A LOOK AT GAMER) 
 
The discussion of 'Gamer' did not fit into any theme specifically but was important as a 
consideration in this study.  The participants generally saw someone who was a 'gamer' as 
someone who played any genre of game a lot.  However several noted that while they 
thought this, society had a different definition.   
'It depends who was describing the gamer. In most social circles a gamer would 
be someone who plays games all the time and is usually playing AAA titles on 
Xbox, PS or PC. When I think of the term gamer I think of someone who just plays 
games, I feel it’s like calling someone a reader.' (participant 5) 
This was especially interesting when you considered previous research such as Carr (2010) 
which showed those who considered themselves a 'Gamer' were more likely to consider a 
career in the games industry; therefore the researcher felt this was an important final 
consideration within this 'Results and Analysis' chapter. 
 
To conclude the main findings from this research were the use of positive emotive language 
by the participants and a possible link to utilise between gameplay and choosing the games 
courses/industry; serious concerns about the abuse many participants experienced online 
and possible links to the low number of females studying games courses and in the industry.  
The consideration of traits and educational areas which covered both stereotypically 
(feminine) and counter-stereotypical (masculine) areas suggested a negative effect the 
socialised view could be having on the games industry and finally the positive effects of a 
strong support structure such as family and friends who supported participants in a male-
dominated area. 
 
 
'I was too young to really understand gender discrimination properly, and when I 
got to an age when I could have possibly been turned away from gaming, I was 
already in far too into it all. Game development was already a huge part of my 
life.' (Participant 8) 
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CHAPTER 5- ORIGINAL CONTRIBUTION TO KNOWLEDGE 
 
To follow on from the results and analysis in Chapter 4; this chapter will look at how these 
findings can be utilised and how they show an original contribution to knowledge.  To begin 
while there is research on counter-stereotypical careers and the effect of those who choose 
such careers (Bagilhole et al, 2009; Bailey and Mitchell, 2006; Baird, 2012; Berkery, Morley and 
Tiernan, 2013; Bobbitt- Zeher, 2011; Chan et al, 2010; Cowling et all, 2015; Denissen, 2010; 
Edvardsson et al, 2015; Etzkowitz et al, 2000; Faulkner, 2007; Garcia, 2003; Gherardi and 
Poggio, 2001; Guerrier et al, 2009; Korek, 2014; Lupton, 2000; Mallia and Windels, 2015; Pringle, 
1993; Sang et al, 2014; Simpson, 2004;  Smith, 2013;  Smith, 2013b; Torres, 2014; Williams, 2015) 
for both males and females; it is still a developing area and therefore the research available 
was limited.  These studies have shown commonalities which are discussed in Chapter 2 and 
are mirrored within this research and are included in the models below.  The available 
research showed the need for both further and more far reaching studies on the effect of 
stereotyping within these careers as many studies were limited.  Further in relation to video/ 
computer games, which itself is still a developing area of research; while studied in relation to 
more feminist based research; research considered in the context of gender stereotyping as 
a symptom of society's socialisation is still severely under-represented and shows the 
importance of this study.  Serious studies related to the issues within the video/ computer 
games industry would seem to be a necessity; especially to combat the near-hysteria which 
the reporting in popular media can cause.  Recent high profile exposure linked to 
'Gamergate'  show a need for re-education and a suggested defect within society's 
stereotyping of both careers and hobbies.  A consideration of what is serious abuse and 
inappropriate tolerance appears key to one specific issue and could link to further studies at 
ages 11-16 and recognised as a consideration for the curriculum. 
 
The model below both summarises the specific work linked to gender in relation to the video/ 
computer games industry and shows how this is then transferable to be utilised within other 
counter-stereotypical gendered careers.  It is important to note that while there are other 
studies related to video games; the most relevant studies for this research are linked to the 
socialisation of gender and how this affects those in a non-typical career pathway. Some of 
the issues facing women in gaming may apply to men in careers such as nursing or 
childcare, though as noted in chapter 2 there are different dynamics for each gender. 
Equally, there will always be specific features of specific careers that shape the way gender 
stereotyping has an impact. Video/ computer games do have the unique position of being a 
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pastime as well as a course/ career which is not the case for many careers;  for example 
males entering nursing and females entering engineering.  However the model below takes 
this factor into account and these issues linked into games can still be mirrored over within 
the context of gender stereotyping. 
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FIGURE 42 CKW MODEL- INFLUENCES ON JOINING A COUNTER-STEREOTYPICAL CAREER AND THE RESPONSES (CARR ET 
AL, 2015) 
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5.1 DEVELOPING A MODEL OF EXPERIENCES OF GENDER COUNTER-
STEREOTYPICAL CAREERS  
 
The CKW (Carr, King and Ward) model (figure 42) can be utilised linked to other areas where 
males or females follow counter-stereotypical career paths such as females in engineering 
and males in nursing.  To begin the model will be utilised in relation to the study of females in 
the games industry and then discussion will be included on how this can be mapped over 
using examples from studies of others counter-stereotypical careers as covered previously.  
The purpose of the model is to serve as a conceptual framework to further explore gender 
counter-stereotypical careers. 
 
 
5.2 ANALYSIS OF GAMES INDUSTRY USING CKW MODEL: 
 
Influences: 
Nature of career - in the games industry this included competitiveness, long hours and the 
inherent Western Macho in games themselves.   
Social stereotyping- such as traits and educational areas being stereotypically gendered 
('male' and 'female').  In the games industry the main results showed a need for games 
courses to incorporate a mixture of traits and subject areas seen as traditionally 'male' and 
'female'  
Gendered abuse- in the games industry the main issue concerned online abuse linked to 
game play 
Support structure -such as family and friends; in the games industry this was a mainly positive 
influence based on the research from strong familial support.  This could suggest that those 
without this support are less likely to continue in the area 
 
Responses: 
Denial of negative issues (including ignoring/ self-denial) such as in the games industry 
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1) seeing issues as not relevant personally eg in the games industry being aware of issues of 
sexism/ misogynism  or being a male dominated area but not their personal impact 
Seeking to balance counter-stereotypical career with stereotypical 'norms' such as in the 
games industry 
1) incorporating traditional traits of own gender eg in games industry - females traits to a 
perceived male area 
2) seeing the need to outperform traditional gender as acceptable eg in the games industry 
females considering outperforming males the 'norm' 
React against negative issues such as in the games industry 
1) in part continuing in a counter-stereotypical area due to negative response such as 
overcoming barriers eg being told females should not be on a games course/ in the industry 
and so working harder to succeed in the games industry  
2) positive emotive language (passion) in relation to career eg in the games industry  a 'love' 
of the area while acknowledging issues 
 
5.3 EXAMPLE ANALYSIS OF COUNTER-STEREOTYPICAL CAREERS USING CKW 
MODEL: 
 
Studies considered: 
Bagilhole et al, 2009; Bailey and Mitchell, 2006; Baird, 2012; Berkery, Morley and Tiernan, 2013; 
Bobbitt- Zeher, 2011; Chan et al, 2010; Cowling et all, 2015; Denissen, 2010; Edvardsson et al, 
2015; Etzkowitz et al, 2000; Faulkner, 2007; Garcia, 2003; Gherardi and Poggio, 2001; Guerrier 
et al, 2009; Korek, 2014; Lupton, 2000; Mallia and Windels, 2015; Pringle, 1993; Sang et al, 2014; 
Simpson, 2004;  Smith, 2013;  Smith, 2013b; Torres, 2014; Williams, 2015 (analysis covered within 
Chapter 2).   
Influences: 
Nature of career - in the engineering industry this could include work which can be seen as 
'physical' and in nursing 'emotionally taxing' 
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Social stereotyping- such as traits and educational areas being stereotypically gendered 
('male' and 'female').  In engineering women seen as less physically capable and in nursing 
men seen as less nurturing 
Gendered abuse- in the studies of counter-stereotypical careers women suffered abuse if 
they were seen to follow a traditionally male pathway to too high an extent.  Men could be 
seen to being forced into a different career path linked to the expectations of gender 
Support structure -there were some back stories of male family members for instance showing 
females how to use computers in I.T. or in engineering.  This would be an area which needed 
studying further, especially in males in counter-stereotypical careers 
 
Responses: 
Denial of negative issues (including ignoring/ self-denial)  
Seeking to balance counter-stereotypical career with stereotypical 'norms'  
React against negative issues  
 
Each of the responses could be seen within studies and would be an area to develop.  The 
CKW model (figure 42) gives a targeted focus for future studies in counter-stereotypical 
careers and an opening for comparison between the various careers in a tangible and 
measurable way.   
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CONCLUSION 
 
The main results of the CKW model (figure 42) which was based on the study within this thesis 
are:  
1) measurable results linked to females in the video/computer games which can be utilised 
for future research and studies  
2) a model which can be utilised by gendered careers 
These show the original contribution to knowledge achieved by this research and its future 
implications for use and consideration of how counter-stereotypical careers are studied.   
 
The value of this model can be seen in both terms for the study conducted and in relation to 
the counter-stereotypical gendered careers covered.  The next chapter will conclude the 
thesis and consider future research possibilities. 
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CHAPTER 6- CONCLUSION 
INTRODUCTION 
 
This study began with the aims to find out the affects gender socialisation could be having 
on women entering the male-dominated career of the video/computer games industry.  It 
looked to find out why so few women are in the games industry (Skillset, 2012) and consider 
reasons behind this. The literature and context surrounding gender, career stereotyping, 
counter-stereotypically gendered careers, gameplay (in relation to female players, games 
with females and how many females played games) and finally considered the factors 
which influenced choice.  This led to the consideration of the methodology and methods 
required for this study and finally to the analysis of the data itself and the findings from this 
data.     
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The literature and context (Chapter 2) defined how 'gender' would be considered within this 
work and looked at how both the definition of career and how careers were stereotyped 
based on gender.  This led to an analysis of both males and females in counter-stereotypical 
gendered careers and the effects on both gender such as the need to balance masculinity 
in a male-dominated career by women(Bagilhole et al, 2009; Smith, 2013) as long as these 
traits were limited and also contained feminine traditional traits (Garcia, 2003, Guerrier et al, 
2009; Gherardi and Poggio, 2001).  This was followed by an analysis of data of industry and 
academic data.  Figures were studies from Skillset (2012) which was in relation to the lack of 
women in the games industry, data from Nesta (2013) was analysed to consider women in 
the industry related to education, results from A-levels and BTECS were considered to analyse 
the subjects more frequently completed by each gender and finally in this section  figures 
obtained from HESA (2013) showed how few women were following Computer Games 
courses.  Next within Chapter 2 gameplay was analysed in relation to how many women 
played games and the genre of these, both the Eastern influence on characters and the 
consideration of female protagonists/ avatars and how females played games differently to 
males (Castell and Jenson, 2005; Castell and Jenson, 2008; Walkerdine 2007).  This chapter 
was completed with a consideration of all the factors which could affect choice considering 
Cognitive And Physiological Factors, Violence and Emotions, Social Factors affecting 
Gameplay and Social Factors Affecting Whether Girls Choose Video/Computer Games (Both 
Playing And As A Career).  These were then analysed to consider reasons why females may 
not be considering either certain games or the games industry itself.   
 
In Chapter 3 the methodology was discussed and Subtle Realism was chosen as the 
appropriate stance as a 'middle-ground between Relativism and Realism (Hammersley, 
1992).  The method was then discussed in relation to the studies aim which was ' to look at 
women transitioning into a career which is counter-stereotypical to their gender socialisation 
looking at the video/ computer games industry' which looked to interview female learners on 
Games Courses at Further education and Higher education to explore their experiences in a 
male-dominated area, to look at any factors influencing their choices and finally consider 
any link between gameplay and the choice of games courses. The chosen method of 
interviewing was by E-interviews using email and these were to be completed and the data 
analysed by the use of thematic analysis in specific the use of Template Analysis and to a 
lesser degree Matrix Analysis (Horrocks and King, 2010). 
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In Chapter 4 'Gender concerns' were considered and along with issues relating to 
stereotyping serious concerns arose from the online abuse many had been subjected to 
linked to their gender.  'Influence' was considered and it could be hypothesised the lack of 
censure from many of those who directly influenced participants led to more of a willingness 
to follow a counter-stereotypical gendered area.  Positive emotive language suggested a 
high level of commitment and emotional connection to the area of gaming and games as a 
link to the course and industry.  The mixture of traditionally masculine and feminine traits 
among participants highlighted an issue that gender socialisation may be having 
implications for career choice.   This linked into the gendered choices in education which 
similarly showed a mixture of traditionally masculine and feminine choices.  This followed on 
to Chapter 5 where the CKW model (figure 42) was created which utilised the results from 
previous chapter to create a model which had implications for use in a variety of subject 
areas.  This concludes this study and links to the final section which looks at the possibilities for 
future studies. 
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FURTHER STUDIES 
 
Considering the results and possible avenues of study there are 4 main areas of research for 
the video/ computer games industry to be taken to possible further studies:  
1) Discussions with a wide range of female students at school level to discern their 
experiences and their choices of career. 
2) In-depth interviews with women from the games industry in relation to their experiences.   
3) The development of recruitment strategies for both games courses and the industry which 
incorporate both feminine and masculine traits to promote a more effective and inclusive 
strategy. 
4) Research into how the games and the gaming community relate to female players and 
female characters within games. 
 
Finally there is the possibility for the results of this study to be utilised by other practitioners 
such as those studying nursing and engineering.   
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APPENDIX 
CONSENT FORM  
 
 
 
 
 
 
CONSENT FORM 
 
Title of Research Project: How do young women in FE and HE who have chosen computer games courses 
perceive practical games jobs within the computer/video game industry as a career? 
   
It is important that you read, understand and sign the consent form.  Your contribution to this research is entirely 
voluntary and you are not obliged in any way to participate, if you require any further details please contact your 
researcher. 
I have been fully informed of the nature and aims of this research               □   
I consent to taking part in it                           □  
                     
I understand that I have the right to withdraw from the research at any time   □ 
without giving any reason (however after April 2014 I cannot withdraw my data).       
                
       
I give permission for my words to be quoted (by use of pseudonym)    □ 
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I understand that the information collected will be kept in secure conditions    □ 
for a period of five years beyond the end of the project at the University of Huddersfield     
                
I understand that no person other than the researcher/s and supervisor/s will    □ 
have access to the information provided.              
                     
I understand that my identity will be protected by the use of pseudonym in the   □ 
report and that no written information that could lead to my being identified will  
be included in any report.                     
        
If you are satisfied that you understand the information and are happy to take part in this project please put a tick 
in the box aligned to each sentence and print and sign below. 
 
Signature of Participant: 
 
 
 
Print: 
 
 
Date: 
 
 
Signature of Researcher: 
 
 
 
Print: 
 
 
Date: 
 
 
 
(one copy to be retained by Participant / one copy to be retained by Researcher) 
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PARTICIPANT INFORMATION 
 
 
How do young women in FE and HE who have chosen computer games courses perceive 
practical games jobs within the computer/video game industry as a career? 
 
 
INFORMATION SHEET  
 
You are being invited to take part in this study as you are a female studying a computer 
games course.  Before you decide to take part it is important that you understand why the 
research is being done and what it will involve.  Please take time to read the following 
information carefully and discuss it with me if you wish.  Please do not hesitate to ask if there 
is anything that is not clear or if you would like more information. 
 
What is the study about? 
The purpose of this study is to examine why females choose computer games courses and 
their perceptions of the games industry. 
 
Why I have been approached? 
You have been asked to participate because you are a female on a computer games course. 
 
Do I have to take part? 
It is your decision whether or not you take part.  If you decide to take part you will be asked 
to sign a consent form, and you will be free to withdraw at any time and without giving a 
reason.  Further to this you only have to answer questions you are happy to answer.  A 
decision to withdraw at any time, or a decision not to take part, will not affect you.   
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What will I need to do? 
If you agree to take part in the research you will be asked a series of questions by email.  
These will be sent over a 6 month period.  You will be asked to respond within a set time 
(approximately 1 week) and will recieve a reminder email after 2 weeks.  After 2 reminder 
emails it will be taken you do not wish to continue however are happy for your material still to 
be used.  Your consent form will be kept confidentially for 5 years after the research is 
complete. 
 
Will my identity be disclosed? 
All information disclosed within the interview will be kept confidential, except where legal 
obligations would necessitate disclosure by the researcher to appropriate personnel.  Your 
personal details (other than approximate age, gender and generalised location eg Yorkshire) 
will not be included in the final thesis. 
 
What will happen to the information? 
All information collected from you during this research will be kept secure and any identifying 
material, such as names will be removed in order to ensure anonymity.  It is anticipated that 
the research may, at some point, be published in a journal or report.  However, should this 
happen, your anonymity will be ensured, although it may be necessary to use your 
anonymised words in the presentation of the findings and your permission for this is included 
in the consent form.  If you decide that you wish your interview to be removed you will need 
to contact the researcher prior to April 2014 specifically requesting this. 
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Who can I contact for further information? 
If you require any further information about the research, please contact me on: 
 
 
Name: Marian Carr 
E-mail: phdstudy@live.co.uk 
 
If you have any further queries or complaints: 
 
Name: Dr Rupert Ward 
E-mail: R.R.Ward@hud.ac.uk 
Tel no: 01484 472060 
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EXAMPLE INTERVIEWS: 
Included as separate documents (Person 1- from Higher Education and Person A- from Further 
Education) 
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